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FOREtfORD 



The objective of the instructional program of physical education in the Montgomery 
County Public Schools is to provide for sequential developtnant of those skills, 
attitudeSf and knowledges which contribute to an individual's physical efficiency 
and sncial effectiveness at each stage of life* The elementary physical education 
program attempts to meet this objective by providing instruction ia sich activi- 
ties as gaipcs, rhythm and dance, gymnastics and tumbling, and sports skills and 
conditioning. 

It is the intention nf this course of study to improve instruction in that area 
of the elementary physical education curriculun described as Sports Skills and 
Conditioning Activities t 



OVERVIEW 



The recent emphasis placed on the need to provide an improved program of physical 
education for elementary schonl children hps prompted the profession to search 
for new and improved methods of implementing the physical education program* 
Improved teaching techniques have in turn created a need for revision and improve* 
ment In curriculum material* It was with these needs in mind that the matetials 
in this course of study were prepared* 

It is hoped that the activities and terminology used in this course of study will 
establish a more uniform and meaningful approach to the teaching of sports skills 
to elementary school children in the Montgomery County Publiz Schools. This 
course of study, when used in conjunction with the other physical education bul- 
letins prepared by the Montgomery County Public Schools, should provide a very 
complete and con^rehensive plan for developing the skills and understandings 
necessary for the child's total development in physical education* 
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EVALUATIVE TECHNIQUES 



As mentioned In the Foreword^ the objectives of the inBCructicral program in 
physical education are to provide a sequential development of skills as well as 
attitudes and knowledge which will contribute to an individual's physical etfl- 
ciency and social effectiveness at each stage cf life« The evaluation of a student 
should^ therefore^ be a measure of the progress that the student makes toward 
these overall objectives. The outcomes which might be expected from effective 
eval<iation are as follows; 

1, An increase in pupil motivation 

2« An increase in pupil understanding 

of self 

of subject matter 

of the present and projected values of a continuing personal 
program of physical activity 

3« A measurement cf pupil ability and achievement 

An improvement in the content of the instructional program 

5< An assessment of the effectiveness of various teaching techniques 

6, An indication of the influence of various patterns of group organisation 
upon learning 

In determining the nature and amount of pupil progress , teachers should make use 
of appropriate objective and subjective tools of evaluation. The following are 
objective tools and techniques which teachers may employ, 

SKILLS TESTS: The degree to which a student has mastered a given skill may be 
evaluated by means of skill tests. The instructor must determine the skills 
^^iXch have been taught and the degree to which a child has mastered the skill. 
The progression charts included in each sports unit will indicate the suggr^ted 
grade level tor introduction of specific skills. The number of experlenct:s that 
a student has in activities which promote the development of the skill must be 
considered in determining the degree to which a child may be expected to master 
the skill. 

The skills drills described in each section of this bulletin may be modified to 
become objective skills tests simply by measuring the degree of success the par- 
ticipant has in reaching the objective of the drill. Evaluation can range from 
an Informal satisfactory or needs improvement to an elaborate recording of scores 
in distance^ time accuracy^ or other units of measure that are applicable to a 
specific skill. Comparison of skills test scores among class members may help 
the instructor to isolate difficulties demonstrated by certain students. The 
instructor can then plan activities to help the students improve their perform^ 
ance. Skills test scores will certainly have a bearing en the tctal evaluation 



of a student; however^ many other Important factors must be considered If the 
objectives of a good physical education program are to be attained* Those factors 
are veil defined In the six outcomes of effective evaluation mentioned In the 
beginning of this section* 

KNOWLEDGE TESTS: Effective participation In an activity requires certain knowl- 
edge about the activity* Knowledge about basic rules^ tennlnoXogy^ and team 
strategy are necessary for most game activities* By carefully observing the 
participation of a student^ the Instructor can determine the degree of understand- 
ing that a student has acquired about an activity* 

The aore formal method of determining the understanding a participant has about 
an activity le a written knowledge test* This type of test must be written 
specifically for the group being tested by a person knowing the groups and know- 
ing the amount of Information about the activity that the group has had a reason- 
able opportmilty to learn. Knowledge about rulee» terms» playing strategy^ and 
general history are some of the topics on which the participant may be tested. 

Written tests require time to give and time to score* Valuable activity time 
should not be used for written knowledge testing unless the Instructor feels such 
an evaluation Is absolutely necessary for the development of the physical educa- 
tion program* 

Verbal Interaction during ar^d Immediately after the activity can usually produce 
better results than written tests since It provides Information pertinent to the 
Immediate situation^ and It provides a situation In which the student has to 
clarify his Ideas through an interchange with the Instructor and other students* 
It Is Important to Involve all students In the Interchange* 

PHYSICAL FITNESS TESTING: Physical fitness and conditioning are very important 
In the physical education program. The success a participant has In physical 
education activities will depend to a great extent on the general fitness of the 
participant* The AAHPER* Youth Fitness Test as described In the conditioning 
section of this bulletin Is currently being used for testing fitness In the Mont- 
gomery County Public Schools* Unfoitianately, norms for this test begin with age 
ten* Aiiother limiting factor is that the test requires considerable time to 
administer* However^ the test Is a good motivating instrument in that several 
national awards may be earned for achievement* These awards are: The Standard 
Emblem* for boys and girls who equal or exceed the fiftieth percentile; the 
Merit Emblem* for boys and girls who equal or exceed the eightieth percentile; 
and tht; Presidential Emblem* for those boys and girls equaling or exceeding iho 
eighty-fifth percentile* Award certificates are also available v^lth the above 
emblems. In addition to the standard fitness test* the AAHPER Youth Witness Tost 
has been notified to provide a test for the mentally retarded* 

Test norms and procedures are modified from time to tine* The person administer- 
ing the test must be &ure that he uses the latest revision of the test. For this 
reason* test norms for the AABPER Youth Fitness Test are not included in this 
bulletin* Awards* certificates* and test manuals are available from AAHPERi 
I20I Sixteenth Street* N*W** Washington* D*C* 20036* 



^American Association for Health* Physical Education* and Recreation (a division 
of the National Education Association) 



Phyalcal fitness of children wider the age of ten can be evaluated by cb^enrlng 
the participants* ability to perfotvi the fitness activities listed on the content 
progression chart in the conditioning section of thlfi bulletin* It is important 
that physical fitness not be confused with motor ability* 

ttodif Ications of other tests may be used In evaluating younger children. The 
AAHPER test may be altered according to the expected abilities of the child as 
listed In the content progression charts* 

An example of this modification Is as follows: 

Physical Fitness Test - Ages 8-12 

I* Bent Knee Slt*up 

Starting Position: Lie on the back with knees bent at about ninety degro^s* 
Hands are clasped back of the head. A partner holds the feet* 

Action: On a signal* the performer attempts as many slt-ups as possible In 
one minute* Elbows must touch the knees each time* 

2* Squat Thrust 

Starting Position: Stand with feet together and hands at the side* 

Action: On a signal the perforiaer executes as many squat thrusts as possible 
In thirty seconds. 

3. Pull-up 

Starting Position: Use an overhand grasp (palms away from the face)* Use a 
bar high enough so that the p#»rformer*s feet cannot touch the ground* Per- 
former must not swing before or during the exercise* 

Action: Performer attempts to touch the bar with the underside of his chin 
and returns to full extended hang* This Is repeated as many times as possible. 

4. Push-ups 

Starting Position: Boys are In a front leaning rest (hand& and toes on the^ 
floor). Girls are In a modified leaning rest (knees and hands on the floor). 

Action: A partner or the tester places a hand on the ground under the 
performer's chest. The performer must lower his body to the ground until 
his chest touchps the partner's hand. He then returns to rest position. 
Performer should not allow other parts of his body to touch the ground. 
The total number of push«ups completed Is the score* 

Scoring: The number of successful completions In each test is totaled* 
The objecf'lve is for the performer to reach or pass one hundred points* 



ERIC a 



^K)TOR ABILITY TESTING: Motor ability or the ability to control movement of the 
budy in relation tu its surroundings Is very closely related to perception and 
mental ability. Several formal teata are available for the purpose of identify- 
ing problems in these areas. Because of the complexity of most of these tests* 
it is recommended that assistance be sought from pupil services or other support 
systems available to the school. This type of testing will be needed only in 
cases where the child exhibits extreme difficulty In performing motor tasks. In 
most cases the instructor can screen the children by observing the degree of suc- 
cess they have in performing various locoo^tor and balance activities such as 
those listed in the content progression charts in Bulletin 223, Elementary Gym- 
nastics* Grades K-6 t pp. 13-15 and 65-66. A child's performance level in activi- 
ties such as walkings skipping* hopping* galloping* crawling* log rolling* and 
beam walking can usually be evaluated by observation and comparison with his 
peers. 

Children exhibiting poor motor ability must be provided with activities designed 
to promote development. Testing or screening is necessary because the instructor 
must know the child's difficulty in order to plan activities for a child's contin- 
uous development. It would seem improper to teach a child how to skip before he 
can walk correctly. Therefore* it is very important that the instructor recog- 
nize the progression of difficulty In motor tasks as shown by the various content 
progression charts in the physical education bulletins before he evaluates a 
child's motor ability and prescribes a program of activities. 

In addition to the objective techniques mentioned above* the instructor may find 
it helpful to employ the following subjective tools and techniques in evaluating 
pupil progress: 

ANECDOTAL RECORDS: Anecdotal records are helpful in isolating behavioral patterns 
that do not show up in other evaluation techniques. A record of observed and 
reported behav^ior may show such things as: 

1. Daily progress made by the class or by the individual 

2. Causes of specific difficulties which may affect the total physical 
education program 

3. Individual rate of progression in development of specific skills 

4. Growth made during a long-term program or unit 

5. Relevancy of material presented 

Anecdotal records may be kept on individuals* classes* or the total program. 
They are effective in program planning only if kept up<^to*date. 

TEACHER*PUPIL EVALUATIONS: Teacher-pupil evaluation can be on either an individ-^ 
ual level or on a class level. Teacher-class evaluation may produce information 
about relevance of program* future planning* and total class progress. Teacher- 
pupil evaluation may also provide information on individual growth* attitude* and 
self-confidence. For those children whose progress in physical skills development 
makes them unable to participate successfully in physical education activities* 
pupil-teacher evaluation is especially important for planning activities. This 
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kind of evaluation allows for an Interchange of Idea^ on r.he Importance placed on 
th« prograiQt exploration of reasons for progress or lack of progress t and program 
planning* 

CHECKLISTS AND RATING FORMS: Checklists provide a method of recording achievement 
and nonachievementt They indicate at a glance the level of development of children 
and help the teacher plan progromst Checklists provide motivation and are suitable 
for pupil self-evaluat ioUt 

Rating forms may be used in conjunction with checkliatSt Thay indicate the levels 
of skill development on a continuum from low level parformance to tnastery based on 
a stated sta..dard« Standards are usually based on skills observed in peers of 
average ability. Average ability standards are outlined In tha content progression 
charts Included in the various sections of this physical education bulletin. 

Evaluation used effectively can motivate students* Evaluation and testing used 
Improperly or used as an end in themselves can inhibit motivation. The teacher 
must uRe a greav deal of discretion in choosing evaluation techniques. When 
attempting to evaluate Che progress a student has made in physical education^ con- 
sideration should be given Co three factorf=: 

1. Evaluation ac the beginning of a unit for diagnosis and program planning 
is advancageous. This data can be used for comparison with evaluation 
data gathered at Che conclusion of the unit thus revealing progress in 
scudent performance. 

2. The skill level of an individual at the beginning of a unit must be con- 
sidered t Students will begin with varying levels of skills development* 
Though scudents reveal grovch in skill development during a unit, chey 
will not all achieve Che same levels of skill develop-nent, 

3. Changes in chc developmenc of skills and knowledges chnt occur ir Che 
period between the first and second evaluation are not necessarily an 
indication of Improvement. They may result from lack of motivation, chance > 
or poor evaluative cechnique. in the use and interpretaclon of tesc data* 
the teacher*s besc judgment should prevail. 

The macerlals in chls course of scudy have been structured by levels of difficulty 
wlch suggested grades for introduction or review. Ic should be understood that 
Che suggesced grade for Incroductlon of the activity is dependenc upon tUe studenc's 
background which may or may noc have promoted skills in thac activity. The place- 
ment of the activities and the grade level implications set forth in this bulletin 
have been made afcer careful deliberation by experienced physical educaclon teach- 
ers. The grade level placement of the activities in this bulletin are also based 
on current trends in the Moncgomery Councy Public Schools and arc not prescribed^ 
but racher are suggested as a guide in evaluating student performance and progress. 
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CONDITIONING 



tfanar>up Exercises 
Conditioning Stunts 
AAUPER Youth Fitness Test 



OBJECTIVES 



The objectives of a conditioning unit are to: 
Increase strength 
Increase flexibility 
Increase endurance 



OVERVIEW 

The basic exercises In this unit are used for warm-up and for body conditioning. 

To Increase the conditioning values of these exercis^as you may increase the 
resistance, speed, or number of repetitions* 

Some sports may have a specific action which should be practiced in order to 
obtain a satisfactory performance. 

Most activities can be used as conditioners. Many of the activities in MCPS 
Bulletin 223, Elementary Gynmastics, Grades can be used to improve.* strength 

and/or flexibility. 

Select some of the exercises from each of the areas :o suit the group attempting 
to Improve their conditioning. As the group Improves, more difficult cxt^rcises 
should be substituted. 

As the pupils work on conditioning they should become aware of the following: To 
become more flexible you must lengthen your muscles* "Stretch until it hurts/^ 

One slowly done activity may be a better conditioner than several quick ones for 
certain activities. 

Working against resistance may be a faster, better conditioning method than 
several repetitions without resistance. 

Increasing the number of repetitions will Improve condition. 

Increasing the speed of the repetitions will Improve condition for certain 
activities. 
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SAFETY 



In conditioning exercises^ a £ev precautions should be observed: 

1' Be certain there is enough space for each performer. 

'2% Start easily and slovly* Warm up gradually before a strenuous effort 
is attempted. 

3. Use the safety precautions on pages seven and eight of HCPS Bulletin 
223 1 Elementary GymnasticSj, Grades 



CONDITIONING TERMS 

Arch - The top and the bottom of the spine is bent backwards while the middle of 
the spine is thrust forward (head and buttocks backward and abdomen forward) « 

Extend - When the fingers* hand* ann* head* leg* or foot straightens (becomes 
longer) from a closed position 

Flex - When the finders* hand* arm* head* legt or foot closes (becomes shorter) 
from an open position 

Front leaning rest - The body is alioost parallel to the floor, supported by. t*ie 
toes and the arms. The hands are flat on the floor* shoulder width apart* with 
fingers pointed straight ahead and arms straight. This is sometimes called 
"push-Up-form. *' 

Resistance - Any opposition to an exerted force 

Repetitions - To repeat a movement or series of movements une or more times 

Squat - Weight is supported on the balls of the feet with the legs fully flexed 
and back erect 

Straddle - With legs extended, the feet are placed apart to the right and left 
of the normal standing position* 



Skills are explained in each activity* 
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Key t UABM-UP EXERCISES. CONDITIONING STUNTS, PHYSICAL FITNESS TESTS 

I - Introduce 

E - Review; If needed* reteach Content Progression Chart 

0 - Optional - 



Activity 


Skills Involved 


Sug 

wr 

K 


ges 
1 


ted 

2 


Gr 

3 


ade 


5 


vel 
6 


Page 


Wins Stretcher 


WARM-UP EXERCISES 

Arm and shoulder flexibility 


I 


R 


R 


R 


E 


E 


R 


5 


Left Raise 


Abdoadnal strength 


I 


R 


R 


R 


R 


R 


E 


5 


Head and Shoulder Curl 


Abdoadnal strength 


I 


R 


R 


R 


E 


R 


R 


5 


Trunk Twisters 


Trunk flexibility 


I 


R 


R 


R 


R 


R 


R 


5 


Alternate Toe Touches 
(Windmill) 


Trunk and leg flexibility 


I 


R 


R 


R 


R 


R 


E 


5 


Jumpins Jack 


Coor^'lnatlon 


I 


R 


R 


R 


R 


R 


R 


5 


Sprinter 


Arm and shoulder strength 


I 


R 


R 


R 


R 


R 


R 


6 


Pu«h-up 


Ann strength 




0 


I 


R 


R 


R 


R 


#1 

0 


Sauat Thrust 


Agility and coordination 




0 


0 


0 


0 


I 


R 


0 


Slt-ups 


Abdominal strength 




0 


0 


0 


0 


L 


R 


6 


Blast Off 


CONDITIONIKG STUNTS 
Explosive leg strength 


I 


R 


JR 


R 


R 


R 


R 


V 


Seal Walk 


Arm» shoulder, and trunk strength 


I 


R 
R 


R 


R 


R 


R 


R 


6 


Crab Walk 


Amij shoulder L and trunk strength 


T 


R 


It 


R 


R 


R 


7 


Bear Hus 


Trurk and leg flexibility 


— 

0 


I 


R 


R 


R 


R 


R 


7 




Tortoise and Hare 


Endurance 


0 


I 


R 


R 


R 


R 


R 


7 
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Wi^BH-UF SXEBCISES. CONDITIONING STUNTS. mSICAL FITNESS TESTS (cont'd.) 



Activity 


Skills Involved 


Sug 


ges 
1 


ted 
2 


Gr 

3 


ide 
4 


U 
5 


vel 
6 


Page 


Measuring tfonn 


Ann and shoulder strength and flexibility 


0 


0 


I 


R 


R 


R 


R 


7 


Kansaroo Juap 


Leg strength 




0 


0 


I 


R 


R 


R 


7 


Rocking Horse 
(Etnoan Rocker) 


Back strength 




0 


0 


0 


0 


I 


R 


7 


Wreatler*s Bridge 


Neck and trunk flexibility and strengthening 




0 


0 


0 


0 


0 


I 


7 


Back Bend 


Trunk flexibility and strengthening 




0 


0 


0 


0 


0 


I 


8 


Flexed-Arm Bang 
(Girls only) 


AAHPER YOUTH FITNESS TEST 
Arm strength 


0 


0 


0 


0 


I 


R 


R 


8 


Full-up (Boys) 


Arm and shoulder strength 


0 


0 


0 


0 


I 


R 


R 


8 


Slt-up 


Abdominal 


0 


0 


0 


0 


I 


R 


R 


9 


Shuttle Run 


Agility 


0 


0 


0 


0 


I 


R 


R 


9 


Standing Broad Jump 
(LonS Jump) 


Leg strength 


0 


0 


0 


0 


I 


R 


R 


10 


SO-Yard Dash 


Speed 


0 


0 


0 


0 


I 


R 


R 


10 


600 Yard Bun-walk 


Endurance 


0 


0 


0 


0 


I 


R 


R 


10 























DESCRIPTION OF ACTIVITIES 



.UABH-UP EXERCISES 



\nm STRETCHER 



Starting Position: Stasd erect; raise elbows to shoulder heightt fists clenched. 

palms doim In front of chest* 
Action: Count 1, Thrust elbows backward vigorously. 
Count 2* Return to starting position* 



LEG RAISE 



Starting Position: Pupil lies on back with knees slightly flexed* feet on floor, 
arms at side. 

Action: Count I* Raise one knee up as close as possible to chest* 

Count 2. Fully extend the leg so the leg is perpendicular to the floor. 
Count 3t Bend leg and return to chestt 

Count 4* Straighten leg and return to starting position. 
Alternate the legs iiiuring the exercise. The double leg raise is done in the same 
manner by moving both ^egs simultaneously t Girls should wear slacks. 



HEAD AND SHOULDER CURL 



Starting Position; Pupil lies on the back with hands clasped^ palms down» behind 

the small of the back. 
Action: Count 1. Lift the head and pull shoulders and elbows up off the floor. 

Count 2-5t Hold the tense position for four counts. 

Count 6. Return to starting position. Repeat the exercise. 

Girls should wear slacks. 



TRUNK TWISTERS 

Starting Position: Stand in a side 

Action: Count 1. Turn head and 

Count 2. Return to the 

Count 3. Turn head and 

Count 4. Return to the 



straddle position with hands on hips, 
shoulders as far as possible to the left, 
starting position. 

shoulders as far as possible to the right, 
starting position. 



ALTERNATE TOE TOUCHES (Windmill) 



Starting Position: Stand in a side straddle position with arms extended sideward 
at shoulder height. 

Action: Count 1, The right hand attempts to touch the left toe while keeping 

the knees extended* 
Count 2. Return to starting position. 

Count 3. The left hand attempts to touch the right toe while keeping 

the knees extended. 
Count U, Return to starting position. 



JUMPING JACK 
Starting Position: 
Action: Count 1. 



Stand erecty annti at sid-2. 

Bend knees slightly and jump to side straddle position with 
feet 18 to 24 Inches apart. At the same time, raise both arms 
sidewards to an overhead touching position with elbows extt»ndcd. 



is 



SqUAT JUMP 



starting Position: Take a deep squat position with trunk erect and one foot 

slightly ahead of the other so that the heel of the front foot Is even with 
the toe of the back foot. Hands are placed^ palms dowrit on top of the head. 

Action: Spring Into the air reversing the position of the feet. Repeat exercise 
rhythm! cally* 

THE SPRINTER 



Action: Count 1* 



Starting Position: Assume squatting position* hands on floor* fingers pointed 
forward* left leg fully extended to the rear. 

Reverse position of the feet by bringing left foot to hands 
and extending right leg backward^ all in one motion* 
Count 2. Reverse feet again* returning to starting position* Repeat 
exercise rhythmically* 



PUSH-UP 



Starting Position: 
Action: Count 1* 
Count 2. 



Front leaning rest position 

Flex arms until th^ chest touches the floor. 
Extend arms until they are fully extended. 



SQUAT THRUST 



Starting Position: Standing at attention 



Action : 



Count 1. 

Count 2. 

Count 3. 
Count 4. 



Squat placing the '>ands flat on the floor* fingers forward* 
with the elbows Inside the knees. 

Extend the legs backward to attain a front leaning rest 
position. 

Flex legs to return to position of Count 1* 
Return to position of attention. 



Scoring: How many can you do in ten seconds? 



SIT-UPS ^ (See Youth Fitness Tests) 



CONDITIONING STUNTS 



BLAST OFF 



Starting Position: Stand erect* feet slightly apart* hands over head. 

Action: While counting downward from 10« move slowly to a full squat position. 

The body is tucked forward* with the head between the knees* The arms 
encircle the kneas tightly. This position is to be reached by the 
count of zero. At this point* the class shouts* *'Blast Off* in unison 
and leaps skyward as high as possible* landing in the starting position. 



SEAL WALK 



Starting Position: Front leaning rest position 

Action: Using his hands for the propelling force* the child moves forward 
dragging his feet. The body is straight with head up. 



6 

10 
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CRAB WALK 



Starting Position: Squat* then reach backward and place both hands flat on the 
floor with face toward the ceiling and hips up level with the shoulders. 
Action: Walk or run forward^ backward* or sidewise. 

BEAR HUG 



Starting Position: Pupil stands* feet comfortably spread* with hands on hips. 
Action: Count 1. Take a long step diagonally right* keeping left foot 

anchored in place; tackle the right leg around Che thigh by 
encircling the thigh with both arms. 
Count 2* Return to the starting position. 
Count 3-4. Repeat to the opposite side* 
Girla should wear slacks. 



TORTOISE AND HARE (Running in Place) 



Starting Position: 
Action: Count 1. 

Count 2. 

Count 3. 



Pupil stands at attention. 
Jog slowly in place. 

On the conimandj *'Uare/' the tempo doubles. The knees are 
lifted high* while ^tms pump vigorously. 

On the command^ "Tortoise*" the tempo is slowed to an easy 
jog- 

Repeat the conuaands* "Tortoise*" "Hare." 



MEASURING WORM 



Starting Position: Front leaning rest position 

Action: While keeping the knees stiff , walk the feet toward the hands as close as 
possible. While holding feet still and knee£> stiff* walk the hands 
forward until Che front leaning rest position is attained. Repeat. 



KANGAROO JUMP 



Starting Position: Assume a semisquatting position. Knees are flexed with the 

weight on the balls of the feet and the trunk erect. Place the hands on the 
hip. 

Action: Count 1- Jump as high and as far forward as possible, keeping hands 

on hips, landing in the starting position. 

ROCKING HORSE (Human Rocker) 

Starting Position: After lying down on stomach on a mat* reach back with hands 

grasping the insteps . 
Action: Rock batk and forth- 



WKESTLER'S BRIDGE 



Starting Position: Lie on a mat on back with knees fully flexed, fuct flat on 

mat and arms folded across chest. 
Action: Thrust the body up by arching the back thus supporting the body's weight 
on the head and feet. 
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BACK BEKD 



Starting Position: Lie on back on mat* PXaca handd on mac under shoulders t 

palms down with fingers pointing toward toea. With feet apart, place feet 
as close as possible to aeat. 
Action: Pushing against the hands and feet* raise the abdomen as high as possible. 

Arch the neck so the head moves toward the heels and raise the heels from 
the floor. Att^pt to move the hands and heels closer together. 

AAHPER YOUTH FITNESS TEST* 

This test is not given before the fourth grade. Hwever* some of these activities 
may be used periodically as exercises and for conditioning purposes by children in 
lower grades* 

FLEXEP-ABM HANG (Girls Only) 

Equipment: A metal or wooden bar approximately 1 1/2 inches in diameter is 
preferred. A doorway gym bar can be used. 

Uoscrlption; The height of the horizontal bar should be adjusted so it is 

approximately equal to the pupil's standing height. Using an over- 
hand grasp, the pupil raises the body to a position where the chin 
is above the bar. The chest is close to the bar. 

Rules: 1. Start the watch as soon as the position is attained. 
2* Stop the watch when: 

a) Pupll*s chin touches the bar 

b) Pupil's head tilts backward to keep chin above the bar 

c) Pupil^s chin falls below the level of the bar 
Scoring: Record to the nearest second* 

PULL-UP (Boys, Grades ^-12) 

Equipment; A metal or wooden bar approximately 1 1/2 inches in diameter is 
preferred. A doorway gym bar can be used. 

Description; The bar should be high enough so that the pupil can hang with his 
arms and legs fully extended and his feet free of the floor. Use 
tho overhand grasp. After assuming the hanging position, the pupAl 
raises his body by his arnts until his chin can be placed over the 
bar and then lowers his body to a full hang as in the starting 
position. The exercise is repeated as many times as possible. 

Rules: 1. Allow one trial unless it is obvious that the pupil has not had a 
a fair chance. 

2* The body must not swing during the execution of the movement. The 
pull must in no way be a snap movement. If the pupil starts swing* 
ingt check this by holding your extended arm across the front of 
the thighs. 

3. The knees must not be raised and kicking of the legs is not 
permitted* 

Scoring: Record the number of completed pull-ups to the nearest whole numbor. 

* American Association for Health, Physical Education, and Recreation. 

Youth Fitness Test Manual * (rev. ed.). Washington, D. C. : AAHPER, National 
Education Association, 1976* This section used with permission* 
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SIT^UP (Boys and GlrU » Grades 4*12) 



Equipment: Mat or floor 

Dwcrlption: Th& pupil lies on his back» alther on the floor or on a oat^ with 
legs flea^d and £e«C about two feet apart. His hands are placed 
on the back of the neck with the fingers interlaced* Elbows are 
to touch the floor* Partner holds ankles down* the heels being in 
contact with the toat or floor at all times* 

The pupil sits up» turning the trunk to the left and touching the 
right eXbw to the left knce» returns to starting position^ then sits 
up turning the trunk to the right and touching the left elbow tc the 
right knee. The exercise is repeated » alternating sides* 
Rules: 1. The fingers must remain in contact behind the neck throughout the 
exercise. 

2. The knees must be on the floor during the sit-up but may be slightly 
bent when touching elbow to knee. 

3. The back should be rounded and the head and elbows brought forward 
when sitting up as a **curl*' up. 

4* When returning to starting position* elbows must touch the floor mat 
before sitting up again* 
Scoring: One point is given for each complete movement of touching elbow to knee. 
No score should be counted if the fingertips do not maintain contact 
behind the head* if knees are bent when the pupil lies on his back or 
when he begins to sit up» or if the pupil pushes off the floor from an 
elbow. The maximum limit in terms of number of sit-ups shall be 50 sit- 
ups for girls » 100 sit-ups for boys. 

SHUTTLE RUN (Boys and Girls * Grades 4-12) 



Equipment: 
Description: 



Two blocks of wood» 2 inches by 2 inches by 4 inches* and stopwatch. 
Pupils should wear sneakers or run barefooted. 



Rules : 
Scoring: 



rwo parallel lines are marked on the floor 30 feej apart* The width 
of a regulation volleyball court serves as a suitable area. Place 
blocks of wood behind one of the lines. The pupil starts from 
behind the other line. On the signal "Ready? Gol" the pupil runs 
to the blocks^ picks one up» runs back to the starting line and 
places the block behind the line; he then runs back and picks up 
the second block which he carries back across the starting line. 
If the scorer has two stopwatches or one with a split-second timers 
it is preferable to have two people running at the same tihw. To 
eliminate the necessity of returning the blocks after each race^ 
start the races alternately^ first from behind one line and then 
from behind the other. 
Allow two trials with some rest between. 

Record the better of the two trials to the nearest tenth of a second. 
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STANDING BaOAJ JUMP <Boys and Girls » Grades 4*12) 



Equipoent t 
Description: 



Rules 



Scoring: 



Hat^ £loor« or outdoor Jumping pit« and tape neaaure 
Pupil stands with the feet several inches apart and the toes Just 
behind the take*off line. Preparatory to Jumping^ the pupil swings 
the anas backyard and bends the knees- The Jump is accomplished by 
simultaneously extending the knees and swinging the arms forward. 
Allow three trials. 

Measure from the take-off line to the heel or other part of the 
body that touches the floor nearest the take*-off line. 
When the test Is given indoors » it Is convenient to tape the tape 
measure to the floor at right angles to the tak&^off line and have 
the pupils Jump along the tape. The scorer stands to the side and 
observes the mark to the nearest inch* 
Record the best of the three trials in feet and Inches to the nearest 
Inch. 



1* 
2. 

3. 



5Q*YARD DASH (Boys and Girls > Grades 4-12) 



Equipment : 
Description : 



Rules 



Scoring: 



Two stopwatches or one with a split-second timer 
It Is preferable to administer this test to two pupils at a time. 
Have both take positions behind the starting line* The starter will 
use the commands; *'Get to your mark/' "Set/' "Go" the latter will be 
accompanied by a downward sweep of the starter's arm to give the 
timer a visual sign. 
The score is the amount of time between the starter^s signal and the 
Instant the pupil crosses the finish line. 
Record in seconds to the nearest tenth of a second. 



600'YARD RUN-WALK (Boys and Girls » Grades 4-12) 

Equipment: Track or area marked according to figures below, and stopwatch 

^ Q ^ or TOT 'yJir. 



^0 
yd* « 



^0 



Description: Pupil uses a standing start. At the signal "Runners Ready?" the 
subject starts running the 600-yard distance. The running may be 
interspersed with walking. It is possible to have a dozen subjects 
run at one time by having the pupils pair off before the start of 
the event. Then each pupil listens for and remembers his partner's 
time as the latter crosses the finish, The timer merely calls out 
the times as the pupils cross the finish. 

Rules: Walking is permitted, but the object Is to cover the distance in the 
shortest possible time. 

Scoring: Record in minutes ond seconds* 
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ORGAMXZATIOK FOR DRILLS 



Ar«4 ; Playgrotmdt blacktop* or 4ll-purpose room 

Supplies ; The supplies for each drill will depend on the specific sport for which 
the drill Is used and the skill level of the children Involved, An exaisple would 
be the use of junior sl2ed basketballs or soccer balls for teaching of smaller 
children. 

Formation ; As diagrammed below 

Skills ; The Instructor may use most of the basic skills of soccer* basketball* 
volleybrJlt softballt and track and field by simple iMdif icatlon of distances and 
by using the formations with special apparatus such as volleyball nets* basketball 
standardst wallSt and batting tee's* 

Procedure ; The following formations may be used to teach most of the skills needed 
for playing the games and activities listed In this course of study. The Instructor 
should explain the specific skill to be practicedt demonstrate the mechanics of the 
drlllt and observe the drill In action to determine if the drill is meeting the 
objectives* In many cases the drill may cottinue while the Instructor makes sug- 
gestions to children having difficulty. Drills should be long enough to provide 
every child with the opportunity to practice the skill several times yet not so 
long as to become boring to the participant, 

FORMATION FOR INSTRUCTION 

FAN: Players are spread before the leader in a fan formation. This is especially 
effective In skill drills for throwing* catching* and kicking balls of various 
sizes. 




LINE ; This is the easiest of all formations for beginners to learn. It is good 
for relays* basket shooting* and games wherein children take turns. Not more than 
five should be in a line If possiblsi 




2i 



CXRCLE i Group! ean gat into 4 clrcla quickly from the lint or fu formBtlon by 
follovint thslr l««d«r* Tbii on* la aapaclally good for slsplt gamaa and ball 
aklll drllla with tba Itadar in Cfaa cantar thrm^ng tha ball to aach playar and 
correcting faulty aovaaanta whan ha thr^a it back. 



© 
X X 



or 



X X 

© 

X X 



SlttJTTLE : Thia grouping ia good for passing or kicking skill drllla. 



X X X X X 



X X X X xf 

J 



SHUTTLE TVRN-BACK : This formation is good for throwing and kicking skill drills 
irtiare the Instructor desires less movement across the playing area. 



|X X X X X 



t 



X X X X X1 



ZIGZAG: Two lines face each other. Flayer 1 throws to 2 who throws to 3, etc. 
This formation Is good for soccer kicking, volleying, throwing, and catching. 



1 
X 



X' 
2 



3 



/I/ 



5 



I 

X 

A 6 



LINE WITH LEADER i This drill Is the sane as the LIKE FORMATION with the exception 
that each line has ■ leader atanding at the front of the line. Excellent for 
throwing, catching, and volleying drills* 



X X X X xi 

X X X X X) © 



or 



X X X X X 

® 
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OQgBLE LINE ; This fonutlon allows two cblldru to work together In learning a 
•kill. It la a good drill vtuut enough equlpaent la available to auppiy one place 
for each two children. 



X* ♦X 

^x 

X* i-X 

x-* ■ » x 



SMALL GROUP : thle fomatlon allows groups of three or four to practice a skill 
together. The size of the group will depend on the amount of equipment available. 
Vheo space ia available, the groupa can be spread to £om triangles or squares, 
this drill Is effective for teaching throwing, catching, heading In soccer, kick- 
ing In aaccer, and volleying. 



X 
X X 

X X 
X X 



X 
X X 

X X 
X X 



X 
X X 

X X 
X X 



X 
X X 

X X 
X X 



MASS OR SCATTER ! A randon type of formation in which students may sit or stand 
anyirtiere tbcy wish. A good formation to teach volleylc , throwing, and catching. 



X XX X 

XX XX 
XXX X 



SOCCER 



OBJECTIVES 

The objectives of a soccer unit arc to: 

Increase strength and endurance through vigorous participation 

Develop courage, aggressiveness » agility^ balance^ confidence^ initiative, 
competitive spirit^ and self-control 

Develop a sense of fair play and cooperation 



OVERVIEW 

The game of soccer has become widely used in the last decade in the United States. 
There are more new teams being formed in schools* colleges* and in the profes- 
sional leagues each year. The development of the skills and knowledge of the 
game and its various lead-up activities at the elementary level can help to 
further expand and create an interest in soccer« 

The activities included in this unit are sequenced in such a way that by following 
the suggested progression* an overall development of the skills and knowledge 
deemed necessary for the elementary student will be attained* 



SAFETY 



1. Slightly deflate the soccer ball to prevent injuries during heading and 
kicking # 

2. Heading a low ball can be dangerous; point out this factor. Head the ball 
with the upper part of the forehead, 

3. Do not allow kicking any higher than the waist. 

4« Have a smooth playing field clear of dangerous obstructions. 

5, Never allow any kicking* dribbling* or shooting without a sufficient warm^p. 
Stress warm-up of the neck* abdominal* thigh* and leg muscles, 

6, Use of shin guards may be helpful in preventing injuries to the shin area. 
Do not allow any wild kicking. Sneakers should be worn, 

7, Eyeglass protectors should be utilized for those wearing glasses. 
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HISTORY AND aACKGHOUKD 



Soccer is a gune of very early origin* The Greeks moved the ball from one point 
to another by any method. The Romans then adopted the game and moved the ball 
only with the foot or striking it with the hand* The British were next to adopt 
the game. They refined the rules to exclude the use of hands and to limit the 
area of the playing field. 

Zn 1865^ James C« Thring drew up the first set of rules* Hany of those rules are 
still used today* The first soccer game in the U* S* was played in 1667 between 
Rutgers «id Princeton Ihiiversities* 

At the present timet soccer is played in nearly 100 countries^ and in most of 
these it is considered a national sport* Hundreds of colleges and high schools 
throughout the United States now have field soccer teams* 



SOCCER TERMS 



Blocking - Stopping or deflecting the ball while it is in the air with the 
shoulders^ chesty abdomen^ or thighs 

Comer kick - Kick awarded to ti' attacking team, from the comer of the field , 
when the ball is caused to go above the crossbar or over the end line by the 
defending team 

Defense - Team not in possession cf the ball 

Defense kick (Coal kick) - Place kick by the defending team at a point anywhere 
on the quarter circles marking the penalty area after a ball is caused to go over 
the crossbar or over the end line by the attacking team 

Field goal * One point score for sending the ball legally between the opponents^ 
goalpost and under the crossbar 

Free kick - Kick awarded to the offended team for fouls committed by the opposing 
team outside the penalty area; kick awarded to the defending team for fouls com- 
mitted by the attacking team inside the penalty area 

Handling - Touching the ball with the hands or arms 

Holding - Stopping the progress of a player by contact with the hand or arm 

Kickoff - Start cf the game initiated by a place kick from the center of the f^sld 
in the direction of the opponent's goal 

Out-of*-bounds - Ball which passes over the sideline cr the end line 

Penalty kick • Kick awarded to the attacking team at the penalty line for a foul 
conmiCted by a defensive playar in his own penalty area 
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Place kick - Kick made while the ball is stationary on the ground 

Fuahing - Thrusting an opponent away by contact with the hand or body 

Throw^in " A throv^ over the head using two hands » awarded to a team when the 
ball passes over the sideline and is last touched by the opposite team« The 
thrower must keep both feet in contact with the ground. 



SOCCER SKILLS 



DRIBBLING - Dribbling is one way of advancing the ball down the field t The ball 
is kept close to the body and the ground* To keep the ball close and in a 
straight line^ gentle kicks are made with the inside or the outside of the foot* 
For good perfonaance^ you should learn to control the ball with either foot, 

KICKING ' Kicking taay be performed with the instep^ either side of the foot| or 
the heel. 

Instep Kick ' When executing the instep kicV^ place your nonkicking foot beside 
the ball. Draw your kicking foot back with the knee bent. Swing your leg forward 
with the toe pointed toward the ground* As contact is made^ straighten your knee 
and ankle. Follow through with your leg in the direction of the kick. The instep 
kick is used primarily for long shots or passes* 

Inside-of"the"Foot Kick - Kicking with the inside of the foot is similar to 
dribbling but much more force is exerted. Rotate your kicking leg outward from 
the hipt Swing it back and then forward. Contact the* ball squarely with the 
inside of the foot; follow through in the direction of the path of the ball. 

Outside -of-the-Foot Kick - To execute the outside kick^ swing your leg diagonally 
back and across the front of the supporting leg. Then swing your kicking leg for-* 
ward and contact the ball with the outside of your foot* Keep your kicking leg 
straight and swing it from the hip. Use this kick primarily for short passes or 
shots for the goal* 

Heel Ki ck * To execute the heel kick^ raise your kicking leg forward with the toe 
pointed up. The ball should be directly behind the k:i.cking legt Bring your leg 
downward contacting the ball with the heel. The heel kick is used for passing 
the ball backward and for preventing the ball from going out of bounds. 

PASSING * Passing refers to any legal method of playing the ball to a teammate. 
Kicking is the technique most commonly used in soccer to pass to a teammate. 
Passes may be made from the toe^ the inside and the outside of the foot. 

TACKLING - Tackling is a means of intercepting or taking the ball away from an 
opponent by using the feet. 

Fr ont Tackle - To tackle from the fronts face your opponent with your upper body 
bent slightly. As the ball leaves the foot of the dribbler^ extend one leg for- 
ward and place your foot on the ball. The ball is blocked rather than kicked. 
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THROV-IN - The throv-ln Is used only In the boys* game. Face Che field of play 
and keep part of each foot In contact with ^.he ground uatll the ball Is released* 
You «ay have your feet in a forward stride position or parallel. Hold the ball 
above your head with your hands on either side of the ball* In the girls* game 
the ball Is put back In play by a kick-^in at the point where the ball vent out of 
bounds. 

TRAFPINO * This la the act of stopping and controlling a iDOvlng ball with the leg 
or the foot* The height of the ball determines which part of the leg or foot 
should be used^ 

Foot Trap * The foot trap Is executed when a ball Is approaching diagonally from 
either the left or right side. Place your weight on your nontrapping foot with 
the knee flexed* Extend your trapping foot to receive the ball between the Inside 
of your foot and the ground. 

Leg Trap - The leg trap is used when the ball approaches above ground level. Hold 
the trapping leg diagonally back and away from your body with the knee bent* Stop 
the ball with the Inside of your upper or lower leg» and drop It directly In front 
of you. 

Sole-of-the*Foot Trap - The sole trap Is used to stop a slow-tnovlng ball or a 
ball that is coming directly at you. Raise your trapping leg forward slightly off 
the ground with the knee flexed. Balance your weight on your supporting leg* As 
the ball comes within reach^ bring your foot down and contact the ball with your 
foot. The ball Is trapped between the ground and the sole of your foot. 

Trapping With Both Legs - Stand with your knees close together and your feet about 
twelve Inches apart In a forward stride position. Turn your ankles inward slightly 
so your weight Is on the Insldes of your feet* Set your body in line with the 
Incoming ball. Trap the ball between the insldes of your legs and close to the 
ground. 

Blocking (Body Trapping) - Body trapping Is the act of stopping or deflecting an 
aerial ball so that It may be controlled. Body trapping involves the shoulders, 
chest, abdomen, and thighs. Place yourself In line with the oncoming ball with 
your feet In a forward stride or a side stride position* "Give" with your body 
at the moment of contact In order to absoro any rebounding movement of the ball* 
When a body trap Is executed properly, the ball will fall at your feet* In exe-* 
cutlng the chest block, a girl should cover her chest with her arms* 

VOLLEYING ^ Volleying Is the act of playing a ball which is In the air and has 
not touched the ground or a ball which has bounced high* A volley may be made 
with the head, foot, knee, or shoulders* 

Head Volley - The head volley is the technique of using the front, top, or sides 
of the head to play a ball* To head a ball, place your feet In a forward stride 
position, incline your body forward with your knees flexed. Keep your eyes on the 
ball* Jump Into the air toward the descending ball* Generally, the baM should 
be contacted with your head just above the forehead. .Extend your body at contact. 
Follow through In the direction of the volley. 
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SOCCER 

I - Introduce 

R - Review, if needed » reteach Content Progression Chart 

0 - Optional ^— 



Activity 


Skills Involved 


Sug 
K 


ges 
1 


ted 

2 


Gn 

3 


ide 

4 


Le 
5 


vel 
6 


Page 


Organisation for Drills 


Dribbling^ passing, trapping, heading, tackling 


I 


R 


R 


R 


R 


R 


R 


11 


Circle Kick 


Instep kicking, blocking 


I 


R 












20 


Hit the TarRet 


Instep kicking, stopping a moving ball 


■ — 

I 


R 












20 


Line Kickball 


Sole-of-foot trap, passing, body blocking 




I 


R 


R 








21 


One-base Kickball 


Instep kick and dribbling 




I 


R 










22 


Individual Soccer- 
Dodseball 


Instep kick| : Ie-of*foot trapi passing 




I 


R 










23 


Soccer Boundary Ball 


Body blocking, dribbling^ kicking^ and sole-of- 
foot trap 




I 


R 










24 


Circle Soccer 


Instep kickingi inside^utside-of -foot kicking 
and body blocking* trapping 






I 


R 


R 






25 


Snatch the Soccer Ball 


Dribbling* instep kickln_gj front tackling 






0 


I 


R 






26 


Pin Kickball 


Xnstep kicking* throwing* catching 






0 


I 


R 






27 


Kickball 


Instep kicking* throwing, catching 








I 


R 


R 


R 


28-29 


Sideline Soccer 


Kicking-all types, trapping, blocking, and tackling 








0 


I 


R 




30 


Soccer Kickball 


Instep kickingi passing, and sole-of-foot trapping 








0 


I 


R 


R 


31-32 


Three-Section Soccer 


All soccer skills 










0 


I 


R 


32-33 


Boys* and Girls* Soccer 


All soccer skills 














B 


33 
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Soccer 


All soccer skills 












I 


R 
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• ACTIVITIES 

CIRCLE KICK 

Ayec ! Playground or blacktop 

Sttppllaa ! 8*1/2 Inch playgrouad ball 

Fomatlon ; Circle 25 feet to 30 feet vide 

Sk j^lla to be Taught ! Kicking; blocking; Instep kicking 

Procedure t Children apace thentselves around the circle* One child puts the ball 
in play by kicking it acroaa the circle* Other children try to block the ball 
and keep it in the circle* Ball is kicked back and forth across the circle. 
Children can block the ball with hands or other parts of body. If a child lets 
the ball go out of circle he retrieves the ball and continues play. No score is 
kept. Children gain satisfaction from just kicking ball* 

Teaching Suggestions : 

1* Set up tvo circles so children will have nore turns* 
2* Encourage children to kick ball low* 



HIT THE TARGET 



Area ! All-purpose room or playground 

Supplies ! A bowling pin and an 6*1/2 Inch playground ball or soccer ball 

Fotaation : Players face the center of a circle. The target (bowling pin) is 
placed in the center of the circle* 

Skills to be Taught ! Stopping a stoving ball using either the feet or hands; 
and kicking. 

Procedure ! The game starts with one player kicking a ball at the target. If 
the ball misses the target* the player who stops the ball kicks it at the target* 
When any player hits the target, he sets it back in place* If the ball remains 
in the center of the circle » the player who hit the target rolls the ball to 
another player to start play again. If the ball rolls to another player after 
hitting the target » that player starts play after the target is set up« 

Teaching Suggeations : 

1. Use several circles to give loore players an opportunity to play the ball. 
2« Vary the size of the circle to suit the ability of the players. 
3* A player can be used to guard the target. 
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LINE KICKBALL 



Ar«4 : Playground area wich two parallel lines dravn about 12 feet apart 
Supplies : Soccer ball 

Formation : Teams standing on lines, facing each other with hands joined 

Skills to be lau^t ! Kicking; body blocking; sole-of-the-foot trap; teanuork 

Procedure : The ball is rolled into the game area, and the two teams proceed to 
kick it back and forth. When the ball is klcHed through the feet of a team, the 
players between whom the ball passed are eliminated trom the game. If the ball 
is kicked over the heads of a team, the player who kicked the ball is also 
elliainatedt The players may not unclasp hands, but the ball may be stopped with 
any part of the body. 

Teaching Suggestions ; 

1. Have players practice lov kicking. 

2. Practice stopping the ball with the body. 

3. Teams should remain about 12 feet apart throughout the game. 

A. After a given length of time, the team with the greatest number of 
remaining players wins. 

5. Instead of eliminating players, points ^u.. be scored by teams, thus 
keeping all players in the game until time is up. In this case, the 
team with the most points would be the winner. 

6. This game may also be played in a circle with hands joined or not. 
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QKE-BASE KICKBUX 



Ar«m ; Playground 

Sttppll4M ; Soccer ball and set of bases 

Formation: Bases are placed at hotte, first, and third. These serve as boundary 
Barkers. They should be 35 feet apart. 

Skills to be Taught ; Instep kick and dribbling 

Procedure t Teans are formed with not more than nine players on a team. One 
teaa la lined up near hoiae base. The other group Is scattered in the field. 
The first kicker places the soccer ball on home base and kicks It Into the 
field* If the bsll kicked Is fair* the kicker runs to first base and returns 
to home without stopping. The fielding teas retrieves the ball and throws it 
to first base or home. 

Outs are made by getting the ball to first base or hooe before the runner ge^'R 
there, when the fielding team catches a fly ball, or when the kicker kicks three 
foul balls. When the batting team has three outs, they go Into the field* 

Buns are scored when the kicker runs to first base and returns home before the 
fleldixig team can get him out. The team scoring the most runs is Che winner* 

Teaching Suggestions ! 

1. Divide the class and play two games. 

2* Practice skills before playing the game. 

3. A run Is scored If the runner gets to first base before the ball. A 
second rtm can be scored if the runner gets home before the ball* 

4. Have each child kick before changing sides. 
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INDIVIDUAL SOCC£R-t)0DGCBAlX 



Areft: Playground or . All-purpose room 
Smtpllcg : Soccor ball 

Format loo : Cl^a forms « large circle with one player, "It," In the center. 
(After the rules are esqplai&ed aad demoftstrated • use more than one circle.) 

Skills to be Taught : Passing; trapping; Instep kick 

Procedure ; A soccer ball Is passed back and forth across the circle In an 
attempt to hit "It." When "It" is hit the next child In rotation goes Into 
the circle. The ball should be passed with the side of the foot, or with 
the Instep, not with Che toe. 

Teaching Suggestions : 

1. Teach players that passing the ball to other circle players is often 
better than passing directly at "it." 

2. Emphasize that this is a pasainft game, not a kicking game. 

3. Use more than one circle. 

A. Use more than one "it" to vary the game. 

5 Each time the ball misses "It" he scores a point. The child with 
the most points wins. There can be a boy and a girl winner. 




SOCCER BOUNDAKT BALL 
(BOinaURY BALL) 

Atm: Playground vlth two parallel goal lliie«» 60 feet long and 60 feet apart » 
vith a center line halfvay between and parallel to the goal lines. 

60* 



Suppllea ! Soccer ball» or playground ball» oarkera 

Formation; Flayera are divided into two teems* Flayers of each team occupy the 
eres between their own goal line and the center line* Use markers to delineate 
ends of goal linea. 

Skills to be Taught i Kicking^ dribbling^ and blocking a ball accurately; 
learning to play In organized groupa. 

Procedure ; At a signal » meobera of each team attes^it to kick the ball so that 
it will bounce or roll across the opponents* goal line. Balls going across a 
gMl line on the fly above the ahouldera of the shortest player^ or paaslng 
beyond the enda of the goal llneSi do not acore. Flayers try to prevent balla 
from crossing their own goal lines. Flayers move about freely within their own 
side of the playing area but may not enter the opponents* territory* Following 
the first kick» balls sre kicked back and forth at will* Players may dribble 
the ball to the center line before kicking. Each player stopping the ball must 
kick it himself; he may not paaa It to a teammate* The game is played either 
<1) by time periods » or (2) by Innings » in which case each time a legal ball 
crosses the goal line» a half inning is played* After each goal* the ball is 
returned to the captain of the team that kicked it; and it is put into play 
again. 

Scoring ; Each ball which rolls or bounces over the goal line scores one point* 
The team having the highest number of points at the end of an agreed-^upon number 
of innings* or at the end of the time period allowed is the winner* If s plsyer 
steps on or across the center llnsi one point Is given to the opponents* 

Teaching Suggestlona ; 

1* If only a few children are to play* make the length of the goal lines 
shorter but keep the aame distance between them. 

2. When the ball passes beyond the field of play» have the neafist child 
secure the ball* dribble It to hla goal line* and immediately kick the 
ball to a team oemberi thereafter entering his own playing area* 

3. The skill of throwing may be subatltuted for kicking to score* the ball 
must touch the opponents* court before crossing the end line* 
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CIRCLE SOCCER 



Ar«* t Playground 
Supplies ; A aoccer ball 

Fomatlon ; Ten to twenty players, divided Into two equal teams and placed 
around a clrcla with twenty feet to twenCy-flve feet in diameter. Draw a 
dlraetei: line. 

Skills to be Taught ; Kicking a soccer ball low; trapping a soccer ball with 
body 

Procedure : The captain of X team places ball In play by trying to kick It 
across diameter line past O team. 0 team may block ball with any part of 
body other than hav''?* Player on 0 team blocking ball then attempts to score 
by kicking ball pat.t player on X team and over outer circle at a height lower 
than shoulders of smallest player where ball is to go through. 

A foul occurs when.* 

1. Ball Is Couched by hands 

2. Player steps inside the circle Co kick 

3. Player kicks ball over own line 

4. Player kicks ball higher than opponents' shoulders 

When a foul occurs the opposite team scores a point. The team being scored 
upon places the ball in play. Ball stopping in circle beyond reach of player 
is '^deadball," and captain on whose side it has stopped retrieves it. A game 
is 21 points. 

Teaching Suggestions ! 

Caution players to keep eyes on the ball and not to kick ball too hard. 
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SNATCH THE SOCCER BALL 
(StMl th« Bscon) 



AzMi Playground 
SuppXlca ; Soccer ball 

For— tlon : Two parallel lines about 40 faet apart 

Skllla to be Taught ! Dribbling; iaatep kicking; front tackling 

Procedttge t Each team is nuaibered consecutively and stands behind its line. 
For each nunber on one teaat there is a corresponding nuaber on tlie other team. 
The taacher placea the ball at a apot midway between the two lines. The teacher 
calls a nuaber; and the appropriate two plsyerst one from each tea&t rim forward. 
Each tries Co capture the ball and kick it back to hia own line. A point is 
scored when tlie ball is returned to a teaomate behind his own line. 

Teaching Suggestions : 

1. Make sure that every number is called. 

2. Use sideline players to help keep the ball in play. 

3. Xf players frequently make just one kick, establish a rule stating 
that the ball mist be kicked at least twice by a player before a 
point Is scored, ^is will provide for the skill of dribbling. 

4. Divide the claas Into four teaau. Place the teams on the Rides of 
a 40-foot square. One player from each team enters the court at 
each call. 
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PIN KXaCSALt 



Arc4: Flaygrouod or Softball diamond with bases 35 feet apart, pitcher's line 
15 £«et to 20 feet from hostt plate. 

Supplies ! Four bases, soccer ball, and three bowling pins 

Fonaatlon : Players are divided into two teams. One team stands behind hose 
plate, and each mesdier takes his turn as the kicker. The other team goes to 
the field. A pitcher and a catcher are selected. After three members of the 
kicking teas have been put out, the kicking team goes to the field and the 
fielding teas becomes the kickers. 

Skills to be Taught ! Kicking the ball accurately; throwing and catching a ball; 
base runnlag; rolling the ball at pins accurately 

Procedure ! One pin is placed on home plate, another pin is about two feet to 
the right of home plate, and the third pin is two feet to the left of home plate. 
The kicker stands in front of the center pin. The pitcher rolls the ball to the 
kicker, who attea^ts to kick the ball into the field and then run to first, 
second, third, and home bases. He may not stop on any base; he either makes a 
home run or an out , 



Outs are made in the following ways; 

1, Kick one foul 

2, Knock over a pin when kicking 

3, Fly ball that is caught 

A, A ground ball which the fielders get right back to the pitcher who then 
rolls the ball and knocks over one of the pins before the runner gats 
across home plate, (The pitcher gets ae inan3> turns as he can before 
the runner runs the bases and crosses home plate.) 

5, A pin knocked over by the pitcher when pitching to the kicker 

Teaching. Suggestions ; 

1, Change pitchers and catchers after every inning. 

2, Draw a line ^out 6 to 8 feet in front of home plate, and call £he 
kicker out if he steps over the line before kicking the ball. 

3, Keep the fielders off the bases since no base players are needed. 

4, Keep the fielders from crowding around the pitcher, 

5, The pitcher must stay inside a four-foot circle. 
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KICXBALL 



Arm : Playground 

Suppll«» : On* socc«r ball, four hues 

ForMtloo : There are two tcamg, one teoa designated as the kicking team and the 
other as the fielding team. 




Skills to be Taught : Throwing; catching; kicking; running the bases; pitching 
to a kicker. 

Procedure ; The pitcher rolls the ball to the kicker. The kicker atten^ts to 
kick the ball, end If successful, he runs to first base, then to second, third, 
and bone. The runner may stop at any base or may keep running at his own risk. 

The kicker Is out If: 

1. He kicks one foul 

2. Bis supporting foot is on or over the restraining line prior to 
kicking the ball 

3. He falls to reach first base before a fielder tags first while In 
possession of the ball 

4. He Is tagged with the ball before reaching first base 

5. A fair or foul fly ball Is caught 
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Th« bMc r tamer ±b out vfaen: 

1. He is tugged by a fielder with the ball vfalle off base 

2. Be is fait by a kicked ball vfalle off baae 

3* He la forced to nm to tfae next base and does aot arrive before a 
fielder vlth the ball In hla possession touches the base. 

4. He leaves tfae base before a fly ball is caugfat and a fielder tags him 
or that base, before he returns. 

5. He leaves tfae faaee before the ball leaves the pitcher's hands. 

6. He falls to touch a base while running and the ^lelder tags either him 
or that tase before he returns. 

A fielder may not throw the brM at a runner in an attempt to put him out. 
Stealing la not permitted. Ax .l may advance one base on an overthrow going 
out of play. After three outs, the teams change sldee. A run is scored each 
time a runner reaches home plate safely. 

Teaching Suggestions ! 

1. If oeobers of the kicking team leave their places on the side line* an 
out could be called. 

2. If players have difficulty kicking a rolling ball, have them place it on 
hotae plate and kick it. 

3. Have players change positions frequently. 

4. Separate the class for two games. 

5. Instead of kicking a soccer ball, batters may hit a 6-lnch playground 
ball with their faaod or fist. 
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SIDELINE SOCCER 



Area: PlAyground or large all-^purpose room (adapted rules) 

Sigiplles t Soccer ball* acrimage shirts or some other clear means of team 
Identification 

Foraaelon : Rectangular area 50 feet by 100 feet with parallel lines at ends» four 
feet in from goal line. A center line divides the field » with a circle 8 feet in 
diameter in the center* There are two teams. Six to eight players of a team are 
between goal line and restraining llne» three or four players from each team are on 
the playing field* the remaiiuler of the players alternate along and outside each 
sideline^ 




Skills to be Taught : Running; dribbling; passing; trapping; blocking; team play 

Procedure : The ball is started in the center circle. Field players attempt to 
dribble and pass the ball to the opponents* goal line and then kick it across 
either between the guards or no higher than the upstretched hands of guards* The 
only line which may be crossed during the play of the game is the center line. 
Sideline players may stop and pass ball, with either hands or feet» to their 
teammates* Sideline players may move from side to side but may not move past 
another player^ Goal line players may stop ball In any manner. Goal line players 
may pass the ball to any teaimiate» but they must not propel it past midfield with- 
out its being touched by another player. A goal is scored when the ball passes 
the goal line no higher than the upstretched hands of goal guards. Rotate players 
after each goal» or after three oi four minutes of play, so that all players have 
an opportunity to play the three different positions* 

Teaching Suaaesticns ; 

1. Have puplla observe rtiles of team play. 

2. Sometimes it is desirable to match boys with boys and girls with girls 
for the field play* 
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SOCCER KICK£ALL 



Area: Flaygromd 

Supplies : Soccer ball* a baae» two objects to use as goal line ends (These may 
be baaeSf chairs « etc.) 

Formation: The clasa Is divided Into two teams, one a kicking team and the other 
a fielding team. The fielding team is scattered about the field outside of the 
semicircle. 




Skills to be Taught : Kicking; passing; running; teamurork 

Procedure : Kicking team members In turn place the ball on the goal line and kick 
It into the playing field. They run forward around the base, and in returning 
try to cross the goal line between the end markers before the ball can be kicked 
over the goal line by the fielders. The fielders, using only their feet* try to 
advance the ball by short passes toward the semicircle, and while outside the 
semicircle » they endeavor to kick the ball over the goal line. If the ball stops 
Inside the semicircle, a fielder must enter, kick the ball out to another fielder* 
and Immediately leave the semicircle. A goal kick must not be attempted until the 
fielder has left the semicircle. 

The following fouls committed by a fielder give the kicking team one point: 

1. Touching the ball with the hands or arms 

2. Being Inside the semicircle when the ball is kicked Into the field 
from the goal line 

3. Being Inside the semicircle when a teamnate attempts to kick the ball 
across the goal line 

Kickers are out under the following circumstances: 

1, If they fall to Include the base In their run 

2, If they fall to cross between the ends of the goal line before the ball 
crosses It 

Each successful run scores two points. 
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Twhing Su£te«tlon» ! 

Vary th* dlat«nc< from the goal li»e to the base depending on the 
ability of the group. 
2* FolnC out tb«t chia la a good l«ad-up to aoccer. 

3. If the baae runner aakes a run and thlnka he can round the base a 
second ttae, have him try for another run. 

4. Divide the class into two gaaes If apace permits. 



THKEE-SECTION SOCCEH 



Area : Playground 

Supplies ; Soccer ball, pinnies or armbands, goal markers 
Formation ; Two teams ^ halfbacks 




Skills to be Taught ; Dribbling; kicking; trapping; teamwork 

Procedure ; Only the forwards may enter the end zone of the opponents* Halfbacks 
remain In the center area and feed the ba?.l to the forwards* The fullbacks assist 
the goalkeeper in defending the goal, prevent scoring, and pass the ball to one 
of their own halfbacks. The object of the game Is to kick the ball througfh the 
opposing team's goal. The game Is started when a center forward from one of the 
teams is in the center circle and on a signal tries to kick the ball to a team- 
mate. When the ball is kicked over the side or end line, the ball is brought to 
the boundary line and is kicked in by a member of the opposing team. No score 
can be made on the kick-in. Fouls are called when a player (except the goal- 
keeper) touches the ball with his hands or pushes, or when any player except a 
forward enters the end zone. In the event of a foul, the opposing side is given 
a free kick from the spot of the foul. Opposing players must be 30 feet from the 
free kick. Score one point, each time the ball goes through the goal* Following 
a point, the opposing team is given the ball at the center circle. Opponents may 
not enter the center circle until the ball has been kicked. 
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T— ^Ing Suggestions ; 



I« Rotate pl«y«rs A£t«r each goal. 

2. ExplttlQ that score will be low (as In a regular soccer gaoe) . 

3. Divide the class for two games. 

4. It nay be desirable to divide the boys and girls Into separate games 

5. Some Identification, such aa pinnies or aniibands, will be necessary. 

6. Use dialrs or bases to msrk the goal. 



BOYS' AMD GIRLS' SOCCER 



fea ! Playground, grass area 
Supplies ! Soccer ball and colored pinnies 
Formation : As diagram below 
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Teaia A 



Skills to be Taught : All soccer skills 



Procedure : This is a method for playing boys and girls together in regular 
soccer^ yet not playing against each other* This activity is used In cases of 
small cl«?sses where nusibers of players of each sex is limited. Team A has five 
or six gir^s and five or six boys. Team fi has about the same. Team A girls are 
forwards as in soccer^ with Team A boys as backs. Team fi girls are backs with 
Team fi boys as forwards.^ Thus^ Team A girl forwards play against Team B girls 
who are backs* Team fi boys forwards play against Team A boys who av^ backs 

Ail girl and boy forwards must cross over the center line* All soccer rules 
apply except that after the game starts » the boys and girls who have crossed 
over will remain in that half of the field until a goal is scored. Any violation 
of crossing the center line is 'penalized by a free kick for the opponent. 

Teaching Suggestions ; 

1* Have boys and girls rotate positions after each goal is scored. 
2. Set a time limit and have children rotate after the tima is up in 
case neither team scores a goal. 
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SOCCER 



Ar«« ! Pla3ff round (gttm9 um) 

Suppllaa a Soccsr ball and colored pinnlM 

yor»«tloo ; As dlapm 
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Playara - Elevan on each aide* including five fotwardSi three halfbacks, tvo full- 
backs, and ooa goal keeper* 
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Dtttlca of Players : 



FocvArds * Advance ball Into scoring territory and acteiapt to score* 

Halfbacks - Work on offense and defense* Must back up both offense and defcmse. 

Fullbacks - Prlfflarlly defence* 

Goalkeeper - The last line of defense loust be skillful In blocking the ball* 
May use hands on defense within ovn penalty area* 

The game Is started by one team with a klckoff * The defensive team must be ten 
yards away from the ball* On the klckoff the ball must roll one circumference 
of the ball and cannot be kicked again by the. same person until another player 
hafx touched the ball* The ball continues In play until one team scores* After 
a score the team scored upon puts the ball in play by a klckoff at center. 

Scoring - Each goal scores one point* 

Playing time - Elementary school children should not play more than six-minute 
quarters. There should ba a rest period of one minute between periods and ten 
minutes between halves > 

Out-of-bounds * When the ball goes out*of-bounds acr ;ss the sidelines^ it Is put 
In play by a throw*in where It crossed the sideline* No goal may be scored on a 
throw* In nor can the thrower play the ball until It has been played by another 
player* All opponents must be ten yards back at the time of the throw* 

If the ball Is caused to go across the end line by the attacking teamt a goal 
kick Is awarded* The ball Is placed In the goal area and kicked beyond the 
penalty area by a defensive player. He may not touch it twice in succession » 
and all defensive players are to be ten yards back* 

Comer kick - If the ball is caused to go out*of -bounds over the end line by the 
defensive team» a corner kick shall be awarded. The ball shall be placed one 
yard from the comer of the field and kicked into the field of play by an attack- 
ing player* Defensive players must be ten yards away from the ball* 

Dropped ball * If the ball Is touched by two opponents at the same time end 
caused to go out- of-* bounds » a drop ball shall be called* The referee drops the 
ball between two opponents^ who cannot kick the ball until It touches the ground* 

Fouls - Personal fouls Involving unnecessary roughness are penalized* Trippings 
striking^ charging^ holding^ pushing, or jumping Into an opponent Intentionally 
are forbidden* 

It is a foul for any player, other than the goalkeeper, to handle the ball with 
the hands or arms* The goalkeeper Is allowed only four steps and then must get 
rid of the ball. 
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Other fouls are - Pleylog the bell again when It should be cenCacCsd first by 
another player as in the throv-in, penalty kick, or free kick, failure to 
kick the ball the proper distance on the kickoff or penalty kick. Goalkeeper 
carrying the ball more than four steps. Kicking the ball before it hits the 
ground on an official drop ball. 

Penalties - A penalty kick is avarded if a personal foul is comitted by the 
defense within its own penalty area. The ball is placed 12 yards from the 
goal, and only the goalkeeper can be In the penalty area. A direct free kick 
is awarded at the spot for a personal foul and illegal touching. This kick nay 
score * goal. A free kick is avarded for the other Infractions listed. Another 
player aust play the ball after the free kick in order that a goal may be scored. 

Teaching Suggestions ; 

1. Flayers should be taught to play their own positions, staying on their 
own aids of the field. 

2. Teams should wear pinnies so that the teams can be distinguished. 

3. Teams should attempt to develop cMttrol and accuracy. Hie ball is 
better advanced by passing rather than long kicking. 

4. The lines should be spread to avoid crowding. 

5. Halfbacks should take most free kicks so forwards can be In position. 
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BASKETBALL 



OBJECTIVES 



The objectives of this basketball unit are to: 
Develop agility 

Increase the efficiency of body aovement 
Develop specific skills related to basketball 
Develop teanrvork and cooperation 
Provide vigorous physical activity 
Develop strength and endurance 



OVERVIEW 



Because of Its prominence on the high school levelt Interest In basketball among 
children Is high. The asphasls In the elementary grades should be on the develop- 
ment of skills. 

The majority of time In basketball work should be spent in instruction through the 
medium of skill drills. Since classes are large and time is limited* regulation 
basketball cannot be justified where a few play and the others sit and watch. In 
addition^ the variation in skill is great and a few players monopolize the game to 
the exclusion of their teammates. Additional opportunity through intramural pro- 
grams will satisfy the desires of the better skilled for competition. 

Particularly In the fourth and fifth grades the junior size ball ie recommended. 
While some advocate the lowering of baskets to nine feet» this is not practical in 
most situations where others use the gymnasium. 

Each child should have an opportunity to practice all the skills in basketball* ^ 
situation which Is not possible when too much playing is practiced during class 
time. Games which use many children through a system of rotation are preferable. 



SAFETY 



The following is a list of suggestions to be used when teaching basketball: 

1. The playing area should be cleared of obstacles such as glass^ loose 
gravel* etc. before activity is started. 

2. Fouls and held balls should be called Immediately to discourage rough 
play. 
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Players should be cautioned to be alert to such dangers of the playing 
area as other players, the upright poles holding the basketball standards, 
and fences or objects along the playing court. 



4. Players should be encouraged to wear basketball shoes to prevent slipping 
and falling* 



HISTORY AND BACKGROUND 



Basketball was Invented during the school year of 1891-92 at Springfield College, 
Springfield, Massachusetts, by Dr« James A* Nalsmith, an Instructor In physical 
education and coach at that Institution* Dr« Nalsmlth, looking for a vigorous 
gaae to condition his athletes during the winter season, conceived the Idea of 
attaching peach baskets at opposite ends of the gym on the track which encircled 
Che playing floor* 

The gome basketball derives Its name from the original ball and basket used In the 
first game* Since then the Young Hen*s Christian Association and International 
Y«H«C«A« secretaries have Introduced the game to all parts of the United States 
ami also to foreign countries* It was Included In the Olympic games for the first 
time in 1936* 



BASKETBALL TERMS 



Back court ^ That part of the court between the center line and the end line of 
the opponents* end of the court* 

Center Name of one of the positions on the team^ usually a taller player that 
plays the position near or under the basket on offense or defense 

Center jump * The action of the referee throwing the ball up between each team*s 

center at the start of the game, at the start of each subsequent quarter, and at 

various ether times* After the referee throws the ball up between the centers^ 

the centers jump and attempt to tap the ball to one of their players 

Charging A personal foul caused by a player making bodily contact by running 
Into an opponent* It Is more frequently committed by an offensive player* 

Court - The playing floor 

Dead ball - A ball Is dead after goals, when time expires ending a period, and 
following whistle when ball Is In play* 

Defense, man-to-^man - A defense which assigns each player a specific man to guard 

Defense, zone ^ A defense which gives players a specific area of the court to 
cover 
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Disqualify on fouls * The occlusion of a player from the same after he has com- 
mitted five personal fouls (six In professional basketball) 

Double foul * A situation when tt^o players foul each other slmultaaeously 

Dribble, discontinued (double-drlbble) - A dribble In which the ball comes to rest 
in one or both hands of the dribbler 

Fake - A maneuver designed to draw a defensive player out of position 

Forward -* Name of one of the positions on the team* There are two forwards, left 
and right* The forwards play near their own basket when Chelr team has the ball* 
They usually guard the guards of the other teanf when the opponents have the ball* 

Foul out * Being disqualified from the game after committing five personal fouls 

Foul, personal * A foul in which a player forcas contact with an opponent while 
the ball is In play or after the ball Is In possession of a player for a throw*ln 
from out-of-bounds* When a player has committed five fouls he mist leave the game 

Free ball - A ball In play that is in possession of neither team 

Free throw * An opportunity for a player to score one point by virtue of an un- 
hindered throw for the basket from right behind the free-throw line 

Goal, field - Goal scored from the playing floor other than a free throw; a field 
goal scores two points 

Goal, free*throw - A goal scored from the free«throv line as a result of a penalty 
It counts one po^nt* 

Guard - Name of a position on the team* There are two guards, left and right* 
They are called guards because they attempt to prevent (guard) the ball from being 
passed to the offensive team's forwards and center. 

Jump ball - When two players have their hands on the ball so firmly that posses- 
sion cannot be gained without undue roughness, the referee tosses the ball up 
between the two contestants who jump for It* 

Lay-up shoe ^ When a player drives In toward the basket and lays the ball up 
against the backboard so it will carom Into the basket for a goal 

Live ball * A ball Is live as soon as It Is put Into play by the referee; when a 
throwln touches a player Inbounda or when a ball Is given to a free thrower for 
a try at the basket 

Out'-of-'boundfl " The territory beyond the sides and ends of the playing court 
Rebound - Retrieving the ball after an unsuccessful shot at the basket* 
Substitute A player who enters the game In place of another 
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Ten-second rule - Rule staking It aandatory for the offensive team to move the ball 
froa the back court to the front court vlthln ten seconds. Failure to do this Is 
a penalty resulting In loss of the ball to the opponents. 

Three-second rule - Rule that aakes it llle|;al for an offensive player to stant* In 
the keyhole area for more than three seconds. Penalty for violation Is loss oi 
ball. 

Traveling - Running with the ball; a violation, vlth loss of ball to opponent, 

IVo-shot penalty - The penalty for certain personal fouls (usually committed 
against players In the act of shooting) that avards two free-throw attempts 



fiASKET&ALL SKILLS 



CATCHING 

Above the Waist 

Stand with feet apart, weight evenly distributed; keep hands In front about waist 
height. Keep eyes on the ball. Extend arms to meet the ball. Spread and point 
fingers upward, keeping thumbs close together with palms forward. Permit arms to 
"give" with the impact of the ball. Grip the ball with fingers. To complete the 
catch, the hands and ball are brought toward the body. 

Below the Waist 

Stand with feet apart, weight evenly distributed; have hands in front about waist 
height. Keep eyes on the ball. Extend arms to meet the ball. Spread and point 
fingers down; keep little fingers close together, palms forward. Permit arms to 
"give" with the impact of the ball. Grip the ball with fingers. To complete the 
catch, the hands and ball are brought toward the body. 

DRIBBLING 

Body is in crouched position, balanced, ready to move; ball is on the left hand, 
steadied on top by the right hand with fingers spread. Eyes should be looking 
forward, not looking at the ball. Peripheral vision should be used watching the 
ball out of the bottom of the eyes. Push the ball to thu floor with the spread 
fingers and thumb of the right hand, wrist firm. Move, with a walk or run, pushing 
the ball repeatedly to the floor from hip height or lower. (Ball may be dribbled 
with alternate hands but never with both hands at one:;,) 

GUARDING 

The basic element of guarding is the stance. The body must be under control at 
all times. Feet should be approximately shoulder width apart, knees and hips 
relaxed and bent, body bent slightly forward at the waist. Weight is carried on 
the rear foot. One hand is held at shoulder level to prevent a shot, the otht-r 
hand is held knee high to prevent a dribble. 
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DoQ*t play your mgn too close; stay about three feet avay from the man you are 
guardlog. 

The footwork used In defensive play is similar to that of a boxer's shuffle. 
Slide th€: foot on the saiuf: side as the direction In vhlch you ari* movlngt then 
bring the other foot Into position by sliding It up tc the other foot. Always 
shuffle* never cross your feet* while attempting to guard a man. Always pli^ce 
yourself between the ntan you are guarding and the basket. 

PASSING 

Two-Handed Chest Pass 

When making a chest pass* the ball Is held firmly with all cen fingers well spread 
and coofortably placed on each side of the ball; the fingers point upward* and 
Che thumbs are toward each other and behind the ball. The palms do not touch the 
ball- With your feet slightly apaTt* you bring the ball back to your chest by 
bending yout elbws. When passing the ball* take one small step forward with 
either right or left foot and lean forward by bending your body slightly at the 
hips. Straighten your arms* forcing the ball out of your fingers toward the 
direction In which you are throwing by snapping your wrists i and follow through 
with extended arms and fingers. Repeat this mov^ent several times. (Stress 
shouldert amtt and wrist action; balancing and changing body weight; follow- 
through . ) 

Bounce Pass 

Same as the chest pass, but the ball Is thrown at the ground so that it will 
bounce up and can be handled easily. The bounce is about waist high. 

Baseball Pass 

stand with feet apart* left foot forward* weight evenly distributed. Ball is held 
between the spread fingers of both hands in front of the chest* elbows bent. Move 
arms back transferring the ball onto the right hand above the right shoulder. 
Steady the ball with the left hand. Bend the right elbow at the side; keep left 
elbow In front. Shift weight to the right foot as shoulders rotate slightly back 
and tc the right. Keep eyes on the target. Extend the right arm forward as 
shoulders rotate toward the lefr. and body weight shifts to the forward foct. Re- 
lease the ball with a snap of the right elbow* wrist* and fingers. After the 
release of the ball* movement of the right arm continues* finishing with the arm 
and fingers extended toward target. The right foot comes forward to maintain 
balance. 

Underhand 

stand with feet apart* left foot forward* weight efvenly distributed. Ball Is held 
between the spread finders of both hands In front of the body* elbows bent. Swing 
arms back to right side* transferring the ball to the right hand beside the hip* 
with the left hand steadying the ball. Bend the right elbow back* with the left 
arm diagonally across the body. Shift weight to the right foot as the body rotates 
right. Keep eyes on the target. Swing the right an& forward with the body ro- 
tating toward the left and the body shifting to the forward foot:. Rc^leasc thi^ 
ball; ttQvement of the right arm continues* finishing with aris and fingers extended 
toward the target. The left arm swings back* and the right fctot c^wh forward to 
malatain balance. 
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Staad vlth feet astride^ weight evenly distributed; hold ball between the spread 
flngera of both hands » elbows bent or extended during pivoting action of the feet. 
With knees bent» shift weight to the ball of the pivot foot» heel* lifted. Swing 
the free foot behind^ turning the body to face another direction. Flvot on either 
foot» circling forward as well as backward. (Pivot foot must not be changed once 
it is declared. The ball of the pivot foot acta as the hub of a wheels maintain- 
ing contact with the floor at the point of pivot.) 

SHOOTING 

TWo-Haod Shot 

Stand with feet apart» cither foot forward^ weight evenly distributed; have ball 
between the spread fingers of both hands in front of the chest» or elbows close to 
the. side. Keep eyes on the basket. Bend knees and then strajlghten them as arms 
thrust forward and upward^ pushing the ball toward the basket. Release the ball 
with a snap of elbows » wrists » and fingers. After the release of the ball» move- 
ment of the arms continues* finishing with arms and fingers extended toward the 
basket . 

One-Hand Set Shot 

Stand with feet apart » one foot forward^ weight on forward foot; have ball betwoen 
the spread fingers of both hands in front of the chesty the back of the right hand 
toward the face* tho ball re£5ting on the left hand; elbows are close to the bndy* 
Keep eyes on the basket. Bend the knees^ and then straighten them as arms thrust 
forward and upward pushing the ball toward the basket. Release the ball from both 
hands as the right hand pu.shes from behind and the loft hand guides from b^neatli* 
After the release of the ball, the palm of the right hand faces the basket and the 
fingers of the left hand extend in the direction of thu f^hot. 

Lay-Up^ Shot 

Run from the right side of the basket* Tnke off from the left foot and jump hi\ih 
toward the basket. Control the ball by spreading the fingers sliglitly £^bc>ve tho 
center of Uie ball* Take off with foot flat on the floor, pointing toward the 
bafsket five or six ftiet away that you jump high to make the shot. Weight is 
shifted to the take-off foot before the jump is made toward the basket. Carry tho 
hull in both hands until just before shooting* tipping the ball on the right hand, 
palm facing the basket; and "lay" the ball softly on the backboard at the spot of 
dim* Aim at a spot six or eight inches: to the right of tlie b.iskot* The motion 
of the ball t*arrles It Into the basket. From the left side, take off on the right 
foot and deliver die ball with the left hand* Kxtend the right arm tully. Keep 
eyes on the spot of aim* Follow on through, with motion landing back of board* 
Continue across to follow the play* 
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Key BASKETBALL 
X - Introduce 

R - Review; if needed, reteach Content Progression Chart 

0 - Optional ■ 



Activity 


Skills Involved 
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Organization for Drills 


Passing, catchine. dribblinK. guarding, and running. 


I 


R 


R 


_ R 


R 


R 


R 


1 1 


Ball Activities 


Ball handling, bouncinji. throwing* and catching 


I 


R 


R 


R 


R 


R 


R 


46 


Circle Ball Fassing 


Forming a circle , passing a ball 


I 


R 
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Magic Ball 


Catching, throwing, social relationship, hov to 
play an organized same 


I 


R 


R 


R 


R 


R 


R 
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Leader and Class 


Catching and throwing 


I 


R 


R 
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Hot Ball 


Rolling a ball and following directions 


I 


R 
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Roll Keep-away 


Catching, rolling a ball, how to be alert, and 
how to keep a game foroiation 


I 


R 


R 


R 


R 


R 


R 
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Bounce Ball Against Wall 


Throwing* catching, and running 


1 


R 


R 


K 




R 


R 


R 
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Teactter Ball 


Passing and catching 


I 


R 
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Target 


Throwing and catching 




I 


R 


R 


R 


R 


R 
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Roll Dodgeball 


Rolling a ball accurately and dodging 




I 


R 
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Circle Call-Ball 


Throwing a ball straight up and catching 




I 


R 
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Ten Trips 


Passing and catching 




I 


R 


R 


R 


R 


K 
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Galloping Lizzy 


Passing, catching, running, stopping, and 
Chang directions 




I 


R 


R 


R 


R 


R 

J 


hi 


Ball in the Basket 


Shooting baskets 




I 


R 


R 


R 


R 
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Spot Tag 


PasBing, catchingj dodging, and running 






T 


R 


R 


R 


R 
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Activity 


Skills Involved 
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Hot Potato 


Passins. catchins. and keeping a ball in motion 


I 


R 


R 


R 


R 


R 


R 
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Spud 


ThrowlnK at a target^ stopping quickly 






I 


R 


R 


R 


R 
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Individual Dodgeball 


(See Soccer Unit. 
Throwing, catchingt and dodging Individual Soccer- 

Dodge.ball'Page 23) 






I 


R 


R 


R 


R 
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Shuttle Relay 


Passing and catching while running 






Li- 


R 


R 


R 


R 
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Club Guard 


Throwing, catching^ guarding 






I 


R 


R 


R 


R 
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Guard Ball 


Throwing, catching, guarding 






I 


R 


R 


R 


R 
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Throw-and-Catch Relay 


Passing and catching 


— 





I 


R 


R 


R 


R 
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Circle Keep-Away 


Throwing, catching, guarding 








I 


R 


R 


R 
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Chain Dodseball 


Throwing, catching end teasiwork 








I 


R 


R 


R 
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Cross Over Relay 


Throwing, catching, and running safely 








I 


R 


R 


R 
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Boundary Ball 


(See Soccer Boundary Ball 
Throwing and catching. in Soccer Unit-Page 24) 






I 


R 


R 


R 


R 
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Ball Bounce Tag 


Dribbling 








I 


R 


R 


R 
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Basketball Dribble Relay 


Dribbling and Pausing 










I 


R 


R 
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Think and Pass 


Teamwork and passing 










I 


R 


R 
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Twenty-One 


Shooting 










I 


R 


R 
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End Ball 


Passing, guarding* intercepting, and teasrvork 










I 


R* 


R 
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Basketball Lead-Up 


Passing and catching 










I 


R 


R 
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5-3-1 


Shooting 










I 


R 


R 
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BASKETBALL (cont'd.) 



Activity 


Skills Involved 
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Hine*Ual£ BAsketball 


Shoot Infi 










I 


R 


R 
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Drlhhle^Sheet^Pa&a RelaV 


DrlbbllnA* fihoAt' Infi* and Dasslns 












I 


R 


65 


In— And^Out Drlbhle Re lav 


Drlbbllnft 












I 


R 
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Horsfi 


Shoot Infi 












I 


R 


66 


CAotaln Ball 


Throwing* luinDlnft « and AuaTdlns 












I 


R 
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Shoo tlnft . DafislnA < riinnlnit saf elv * and teamuork 












I 


R 
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Dribble TaR 


Drlbbllns 












I 


R 
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Sideline Basketball 


Passing, shooting, and guarding 












I 


— 

R 


69 


Zone Basketball 


Drlbbllns. passlnK. shootlnft. and suardinS 












0 


I 


70-71 


Half-Court Basketball 


DrlbbllnK. passins. shooting, and guarding 












0 


I 


71 
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• ACTIVITIES 



GERKRAL BASKETBALL ACTIVITIES 



Area: Playground » dassrocmi or all-purpose room 
Supplies : One 6" playground ball for each two children 
Fonoatlon : Informal * children In groups of two*s 

Skills to be Taught : Ball handling; bouncing; throwing; and catching 

Procedure : Playground ball should be used when a child first learns to throw and 
catch. Both hands should be used In catching balls at first. Rlghthanded child 
will step forward on the left foot when throwing. Children should begin to use 
proper hand positioning In catching balls. Fingers should be slightly relaxed. 
As the ball touches the hands* they "give.*' Elbows bend and hands bring the ball 
close to the body. Children may visualize their hands as a pillow Into which the 
ball settles as it touches them» rather than as a hard wall from which It bounces. 
A child may play catch by himself by bouncing a. ball on the floor or against a 
wall and catching it after the bounce. 

Suggested Variations : 

1. While standing in place, bounce and catch a ball. 

2. While walkings bounce and catch a ball. 

3. While running* bounce and catch a ball. 

4. Bounce a ball to another child* 

5. Bounce to each other in a circle or in line formation. 

6. Bounce a ball to word accompaniment. 

7. Bounce a ball to song accompaniment. 

8. Throw and catch. 

9. Throw and catch the ball after one bounce. 

10. Throw and catch; bounce and catch. 

11. Bounce; whirl; catch. 

12. Bounce the ball without catching. (Count to see how many consecutive 
times the ball can be bounced before a miss.) 

Teaching Suggestions : 

1. Have a sufficient number of playground balls. 

2. Start with the easiest activity and progress as skill is ueveloped. 

3. Bounce balls to music after children have had sufficient practice. 
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CIECLE BALL PASSING 



Are as Playground or all-purpose room 

Supplies : One playground ball for each eight to tvelve players 

Formation : Form circles of eight to twelve players facing center of circle 

Sitllls to be Taught : Passing a ball; forming a circle; catching 

Procedure : The ball is passed quickly around the circle. Points are scored 
against circles when the ball is dropped. 

Teaching Suggestions : 

1* Change the direction In which the ball travels* 

2. Have a second game If the children lose interest in this game after a 
short period of time. 



MAGIC SALL 

Area ; Classroom 

Supplies : One or more balls 

Formation ; Circle of players of several circles 

Skills to be Taught : How to receive and pass a ball; how to play an organized 
game; learning social relationships 

Procedure : A ball Is passed to a neighbor as the following verse is recited- Any 
one having his hands in contact with the ball> or the last one touching it, is 
out of the game irfien *'out** is said. If the receiver does not take the ball when 
"out" is said, he is still out. 

The magic ball goes *round and *round 
To pass it quickly you are bound* 
If you* re the one to touch it last. 
Well, then for you the game is past. 
You are out! 

Teaching Suggestions ; 

1. Have the verse always maintain its rhythm whether the ball goes fast » 
slowly* or is dropped. 

2. Have those who are "out" take themselves out of the game (teaching 
judgment* awareness* and sportsmanship). 

3. You may make the rule* "If you tell someone else that he is out* he 
stays in and you are out!** 

4. Start out with three balls after the game is learned well. 

5. Furniture need not be rearranged* Players may stand in the aisles. 

6. Have several games going on at once. 

7. Game can be accompanied by music* 
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LEADER AKD CLASS 



Area ; PlAygrouod or all-purpose roaa 

Supplies : One playground ball for aacb six to eight children 

Formation : Children are divided Into groups of six to eight players. Members of 
each group stand side by side In line. The one at the head of the line becomes 
the leader; and he faces his group* standing eight to ten feet away. 

Skills to be Taugh t: Hew to catch a ball; how to throw a ball 

Procedure : The leader tosses a ball to each player of his group In turn* who 
throws the ball back to him. Any player missing the ball goes to the end of his 
line. If the leader misses a ball* he goes to the end of the line; and the next 
player at the tead becomes the leader. If the ball goes around the group twice 
and the leader has not missed* he takes his place In the line just above the last 
player who missed. Or each time he has completed tossing the ball to all of his 
group t the leader steps back one giant step and starts again. Count a poor throw 
as a miss. 



Teaching Suisgestlons : 

1* As skill Is gained* Increase the distance between the leaders And their 
groups. 

2. Teach players to make accurate throws* 

3. Teach accuracy in catching a moving object.. 

4. Teach the different kinds of throwing; underhand, round arm* and over*- 
hand. 



HOT BALL 



Area : Classroom* all-purpose roomi or playground 
Supplies : Two to six playground balls 

Formation ; Children with their legs folded under them (tailor fashion) sit in a 
circle. Four to an unlimited number may play. 

Skills to be Taught : Rolling a ball; following directions 

Procedure : The balls are **hot." By batting with cheir hands* the players keep 
the balls rolling back and forth and through the circle*^ Players must keep their 
legs folded under them, or they will get into the circle where it is "hot," If 
the ball goes outside the circle (gets '*cold*') * the player nearest it must pick 
it up and return it to play. When the teacher gives a signal (blows a whistle, 
claps hands* etc*) anyone touching a ball has a "burned** hand. 

Teaching Suggestions ; Keep circles or groups small in order to give more children 
an opportunity to participate. 
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ROLL KEEP-AWAY 



A rea : Classroom or all-purpose room 
Supplies : One large playground ball 

Formation! Players sit on the floor in a single circle* Ono person stands Inside 
the circle. 

Skills to be Taught : How to be alert during a game; how to catch and roll a ball; 
how to keep the ball from another person; hov to keep a game formation 

Procedure ; The circle players attempt to keep the center player from getting the 
ball by holding It until he approaches, then rolling it so that he may not get It. 
If the center player gets It, he changes places wllh the person who allowed him to 
get It. 

Rules : 

1. Circle players may not rise or go into the center. 

2. Center player may not go out of the circle. 

3. If the ball Is thrown or bounceu higher than anyone's head^ the thrower 
is out of the game* 

4. If anyone is the center player three times, he chooses someone who has 
not been in and then leaves the game. 

5. If the center player gets both hands on the ball which is being held by 
a circle player, it becomes the center player's ball. 

Teaching Suggestions : 

1. Circle players muse he seated. 

2. Explain that circle players can keep their places by not letting their 
knees extend beyond their neighbors* knees. 

3. Have players practice catching, holding, and rolling the ball before 
starting the game. 

4. Make sure that all players understand the reason for each rule. 
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BOUNCE BALL ACAQiST WALL 



Are< : Playgrouad or «Il-purpoa« row 

Supplleg ; 8-1/2" playground ball 

Form t Ion ; Four to six players in each group 



Wall 



■■I 



10* T (more or less distance depending 

on the ability of the children) 



Group I Group It 

X 1 player 0 1 player 

X 2 0 2 

X 3 0 3 

X 4 0 4 

Skills to be Taught ; Throvlng; catching; running 

Procedure : The first child bounces a ball against the wall. Number 2 runs 

forward and tries to catch It on the first bounce. If he catches it, he scores a 

point. Number 2 throws the ball and number 3 runs to catch It. The team that has 
the most successful catches at end of a given amount of time wins the game. 

Teaching Suggestions : 

1. Have the children catch the ball before It bounces. If successful In 
catching on the first bounce. 

2. Have several groups playing at one time. 

3. Vary the distance from line to wall. 



TEACHER BALL 



Area : Classroom or playground 

Supplies ; 8-1/2" playground ball or basketball 

Formation ; Line or semicircle of players with leader out front 

Skills to be Taught : Passing and catching 

Procedure ; Players form a line or semicircle facing the player who Is the 
"teacher/* who stands 10 feet away with a ball. Beginning at the right end of the 
semicircle, the teacher tosses the ball to each player who, In turn, returns It, 
A player In line who misses a good throw must go to the foot. I.e., the It^ft hand 
end. If the teacher misses, he goes to the foot. The one at the right end be- 
comes the new teacher . 
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ROLL DOOGEBALL 



Area : Playground or all-purpose room 
Supplies : 8-1/2** playground ball 

Foraatlon : Form a single circle (apprcxioately 25* in diameter) with players 
facing cencer. Divide the group into two equal teans. 

Skills to be Taught ; Rolling a ball accurately; dodging a moving ball 

Procedure : Have one team spread out around the circle. The other team will be 
in the cenCer of the circle. The circle players roll the ball at the feet of the 
center players in an attempt to hit their legs or shoes. The center players may 
move around to dodge the ball. When tt^^^^yet is hit» he must join the circle 
players. When all the center players have been hit* or time has been called^ the 
other players go into the center. 

Teaching Suggestions : 

1- Stress proper stance and arm action in rolling the ball. 
2. To have more action^ use two playground balls. 



CIRCLE CALL-BALL 



Area : Playground or all-purpose room 

Supplies : One 6*' or 8-1/2" playground ball for each eight to twelve children 

Formation; Single circle facing center with one player in the center 

Skills to be Taught ; Throwing a ball straight up into the air and catching it 
before it hits the ground 

Procedure : Form a single circle facing the center with one player in the center 
with the ball. Players are given numbers^ one to four. The player in the center 
throws the ball up high» at the same time calling a number- The player whose 
number is called runs forward and tries to catch the ball before It bounces* If a 
player catches it» he changes places with the thrower. The center player has two 
chances to make a good throw. If he fails » he changes places with a circle plaver. 

Teaching Suggestions : 

1. Have children practice the motion of throwing without using a ball. 

2, Encourage center player to call different numbers. 



ERLC 



51 



TEH TRIPS 



Art : ClAMroofl or playground 

Supplier i Basketball 

yormatlon : Seta of three players 

Skillfl to be Taught : Passing and catching 

Procedure : Several seta coiapete against each other. A trip for the ball consists 
of one throwing to two, i4ho throws a long pass to three, who throws it to one* 
Each time one receives the ball he counts aloud then starts the ball on another 
trip* When the count reaches ten, the teaa sits down* The first set to complete 
ten trips wins. A variation for this game Is to change the style of passes used 
for the short passes. In case the ball is missed, the ball must go back to number 
one and the counting must begin over. 



GALLOPING Lizzy 

f 

Area: Classroom, all-purpose rocmf or playground 
Supplies : 6-1/2^^ playground balls or bean bags 

Formation : Children stand In a circle fairly close together and facing In. One 
player stands outside the circle. 

Skills to be Taught : Handling a ball; passing and catching; running; stopping; 
changing directions 

Procedure ; The ball is passed from player to player or Is thrown across to an . 
opposite player. The outside player tries to tag a circle player while he has the 
ball In his hands. When the outside player Is successful In tagging a player, a 
different tagger is chosen. A player allowing the ball to leave the circle must 
retrieve It and throw It into the circle bef^^re being tagged « 

Teaching Suggestions : 

1. When the number to play is more than 12, form two circles and provide each 
circle with a ball. 

2. Vary the direction In which the ball may travel. 
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CLUB GUAKD 



Area : Playground or alI*purpose room 

Supplies : Two playground balls and one bowling pin 

Formation ; Players form a circle- The bowling pin Is set up In the middle of the 
circle. A guard is selected to protect the pin. 

Skills to be Taught : Throwing for accuracy; guarding; and catching 

Procedure : The players In the circle endeavor to knock down tne pin with the 
balls. The guard tries to stay between the ball and the pin. Whoever succeeds in 
knocking down the pin changes places with the guard. The balls are passed swiftly 
across and around the circle^ the players aiming at the pin whenever the guard 
seems to be inattentive. The guard wins who stays in the center the longest. 

Teaching Suggestions : 

1- When the group is large, organize several circles, providing players of 

each circle with a pin and two balls. 
2. If players are hitting the pin too easllyt reduce the number of balls to 

one. 



TARGET 



Area : Classroom or playground 

Supplies : 8^1/2" playground ball 

Formation : Circle ulth one child in the center 

Skills to be Taught : Throwing; catching 

Procedures : Players stand in a circle. One player is chosen to be within a smaller 
circle marked inside the larger circle. Smaller circle is approximately three 
feet in circumference. Player in the center may dodge around his smaller circle 
without stepping out. Players around the larger circle throw the ball at the 
center player. If they are able to hit the center player or if that player steps 
out of his circle the thrower takes his place in the center circle. 

T eaching Suggestions ; 

1. All chllflren should be permitted a turn in the center circle. 

2. Proper method of throwing should be emphasized. Refer to baseball pass 
in skills section of this unit* 

3. The number of misses may be counted to see which child was missed most 
often. 



ERLC 



53 



6-,, 



BALL IN THE BASKET 
Ar«a; PlAygroundt all-purpose voam^ classroom 

Supplies ; TWO 6*1/2" playground balls or two beantags and two waste paper baskets 
Format Ion : Two circles with waste paper baskets In the center of each circle 
Skills to be Taught ; Throwing at a target 

Procedure ; Teams form a circle facing center* with a waste paper basket in the 
center of the circle. Adjust the size of the circle according to the ability of 
the children. The leader from each team stands near the basket and throws ball 
back to the circle players In order. When each child has had a turn* the team 
having the most -joints is the winner. One point is scored each time the ball is 
tossed successfully into the basket. 

Teaching Suggestions ; 

1. Teach proper way to throw the ball. Refer to underhand pass in skills 
section of this unit. 

2. Have girls play against boys. 



SPOT TAG 



Area ; Playground or all-purpose room 
Supplies ; 8-1/2" playground ball 

F ormation ; The player chosen to be "It" takes his place in a circle* and the 
other players stand with one foot touching the outside of this circle. 

Skills to be Taught ; Passing; catching; dodging; running 

Procedure : "It" starts the game by bouncing the ball twice. While he is doing 
this, the other players scatter to various parts of the playing area. As soon as 
"It" has bounced the ball twice, he attempts to tag a player by throwing the ball 
at hlfflt If a player is hit* he becomes a spot. Once a spot* he is not allowed to 
move from that place; but he immediately begins to assist "It" by throwing the ball 
at someone else, trying to make that person a spot. "It" must recover the ball 
whenever it is not within reach of a spot* and he may either pass It to a spot 
from the position where he recovered it or he may go to the center circle and 
throw at some player from there. The game continues until all but one player have 
become spots. The player not hit with the ball becomes "It" for the next game. 

Teaching Suggestions ; 

1. DiviCe large ^ roups into two separate games* 

2t Boundary lines may be set to limit play to a specified area* 

3, Since there is a lot of running. Spot Tag is a good cold weather game. 
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HOT POTATO 

Area : Claasrooa, all-purpose rggm, or playground 

Sttpp lies : One or more balls 

Fomatlon : Single circle or several circles 

Skills to be Taught : How to keep a ball in motion; how to receive and pass a ball; 
how to play in an organized game 

Procedure : One or more balls are passed around the circle in the same direction* 
Players pretend the balls are iiot potatoes which will burn them if the ball is 
stopped. Rules: 

1- The person allowing the ball to touch the floor or a desk is out. 

2. The person making a bad pass is out. 

3. The person allwing the ball to stop moving is out. 

Teaching Siiggestions : 

1. Explain the rules, especially, **What is a bad pass?" 

2. ''How hot is a hot potato, and how can you carry it to prevent it from 
burning your hands?*' Have someone demonstrate. 

3. Have the children take themselves out of the game as they make mistakes. 
Start with one ball, then add more. When fewer players are left, eliminate 
some of the balls. You may have several winners rather than just one 
before starting over again. 

SPUD 

Area : Playground or gymnasium 

Supplies : Volleyball or 8*1/2^* playground ball 

Formation : One player stands in center of play area with others gathered around 
him. 

Skills to be Taught : Stopping when moving with great speed; throwing at a target 

Procedure : Player in center of group throws ball up in the air and at same time 
calls the name or number of another player who dashes for the ball. All others 
scatter. When player called catches the ball, he calls '*Spudl'' Everyone stops 
instantly. Without moving from the spot where he caught the ball* he attanpts' to 
hit one of the other players* Other players may dodge in any direction as long as 
one foot remains stationary. If the thrower misses, one *'Spud'' is scored against 
him. If he hits a player, "Spud" is scored against that player, and he throws the 
ball up. If the gome is played outside, mark off boundary line beyond which players 
may not go. 

Teaching Suggestions : Divide the class into several games. 
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IKDIVIDDAI. DQDGEB&LL 



I«f«r to Soccer Unit, lodivldual Soccer Dodgebell, page 23 



SHUTTLE RELAY 



Area : Playground or all-purpose rom 

Supplies ; 8-1/2" playground ball for each team 

Fomatioo : Shuttle fomtatlon (not less than eight players on a tean) 

Skills to be Taught : Handling a ball while running; handing of ball to other 
players 

Procedure : Players are divided into teaiss having an even number of children. The 
teams are lined up in shuttle formation with 20 to 24 feet between the halves of 
each team. At a starting slgnalt the first player of one section runs across the 
intervening space with the ball in his possession and bands the ball to the first 
player in the opposite line. He then takes a place at the end of that line. This 
is repeated until all players are back in original places. The team accomplishing 
this first wins the race. 

Teachlng^ Suggestions t 

1. Players laust wait behind the lines before receiving the ball. 

2. Have two or more children walk through the shuttle procedure to help 
players who may not know the shuttle type relay. 

3. Ball may be passed or dribbled to the opposing line Instead of carried. 
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GUABD BALL 



Area : Playground or All*purpose rooft 
Supplies : Basketball 

Formation : Oae team (guards) Is scattered between two lines, ten feet apart. 
The other team has half of its players on the lines approximately three feet 
apart. They are forwards* 



Forwards 

■e — 6 — e — e — e — e — o ^ o . 

X XX 

X XX X 10* 

Guards x XX 

< — e — e — 0 0 — e — e — » 

Forwards 



Skills to be Taught : Throwing; catching; guarding 

Procedure : Players on the lines (forwards) try to throw the ball between the 
players in the center to their own team. Players in the center try to block the 
ball. A point is scored for each successful pass. Balls thrown higher than the 
guards reach do not couat. Play five minutes and change. 

Teaching Suggestions : 

1, Forwards may pass to other players on their line. 

2. Assign a guard to each forward. 
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7HKfH7-AMD-CATCH RELAY 



Area: Playground or all-purpose room 



Supplies : One playground ball for each eight to ten players 

Format ton ! Players are divided into several teams. Members of each team are to 
stand side by side in a line. The one at the head of the line becomes the leader; 
aittl he faces Ms group* standing eight to ten feet away from them. 

Skills to be Taught : Passing and catching a ball with speed; starting on a signal 

Procedure ; At a signal » the leader tosses the ball to each player of his team» 
wiio throws the ball back to him. Any player missing the ball must recover it and 
the game continues from the player vho missed the ball. After the ball has been 
thrown *:o each player in line and back to the leader » the leader gives the ball to 
the next player in line and the relay continues until all players have been the 
leader. The team finishing first is the winning team. 

Teaching Suggestions : 

1. As skill is gained* increase the distance between the leaders and their 
groups. 

2. Teach players the importance of making accurate throws and catches. 

3. If there are too many players for two teams « have several. 

4. Hay be taught with children standing in line one behind the other. After 
the player in line returns the ball to the leader » the player goes to the 
end of the line. 
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CIRCLE KEEP-AWAY 



Area : Classrocn, ail*purpo&e room» or playground 
Supplies ; Playground ball 

Formation : Players stand In a circle two or three feet 3part» except for the 
player who Is "It** who stands In the middle. (During the game* *'It" may move any 
place Inside the circle.) 

Skills to be Taught ; Throwing and catching; irovlng quickly to Intercept the ball 

Procedure ; The ball Is passed from player to player In the circle. When "It,'* 
who Is moving around Inside the circle » Intercepts or tags the ball» the player who 
passed the ball last changes places with **It/* The game resumes from the beginning. 

Teaching Suggestions : 

1* Have circle players keep at least one foot out of the circle and let the 

ball come to them rather than having them - basing the ball into the circle. 
2, If "It*' has too much difficulty touching the ball> have more than one "It/" 
3* Encourage children to try to make good throws rather than just to get rid 
of the ball. 

Use small groups so that children have more opportunities to handle the 
ball. 

5. If child makes a bad pass» that cannot be caught» he becomes "It." 

6. A player may not hold the ball more than three seconds. 

CHAIN DODGEBALL 



Area ; Playground with a circle area about 30 feet in diameter 
Supplies : Playground ball or volleyball 

Formation : Have the class in circle formation about two feet apart. Four players 
in the center are linked together by grasping each other around the waist. 

Skills to be Taught ; Throwing and catching a ball; teamwork in dodging 

Procedure : The players in the circle throw the ball and attempt to hit the laf^t 
player in the chain. The chain moves around to avoid being hit. The front player 
may guard by deflecting the ball with his hands. If the last person is hit by the 
ball» the person throwing the ball takes the front position and the last person 
goes to the circle. 

Teaching Suggestions : Have the circle players pass the ball to others who have a 
better chance to hit the last person. 
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CBOSS OVE& RELAY 



Are* ; IWo parallel lines t 20 fe«t apart 

Supplies ! For each tesm^ a soccer ball or beanbag 

Foraatlnn ; The teams stand In file formation behind the starting line* Each 
leader holds a ball, A goal line Is established 15 feet away from the starting 
line. 

Skills to be Taught : Throwing and catching with speed and accuracy; running 
safely and correctly 

Procedure : On a signal* each leader runs across the goal line. He faces about 
and with both feet behind the line* throws the ball to the second player of his 
team who has stepped up and stands behind the starting line. The second player, 
upon catching the ball* runs across * stands behind the goal line and in front of 
the first player, and c^^rows the ball to the third player. The thrower then goes 
to the end of the line. The game continues until all have crossed the goal line. 
If a player fumbles a ball thrown to him from behind the goal linet he must secure 
the ball and before beginning his run must return to the starting line. The game 
Is over as soon as the last player of one team has crossed the goal line. 

Teaching Suggestions ; 

1* As skill in throwing is gained* increase the distance between the lines. 
2, If team memberships are uneven* have a player run twice (but not consec- 
utively) , 

3* Have teams sit down as they finish. 



Area; All-purpose room* blacktop 

Supplies ; Basketball* playground ball* soccerball* volleyball 
Formation : Students scattered over playing area 

Skills to be Taught : Dribbling; development of peripheral vision; ball control 

Procedure ! One person is "It/* All children must have a ball including "It*" 
who* while dribbling the ball, tries to tag another player who Is also dribbling. 
If player is tagged he becomes "It," 

Teaching Suggestions ; 

1« Have a leader to call name of player who has become "It." 
2, Divide into several games. Each game has definite boundary lines to 
restrict movement of players* 



BOUNDARY BALL 



See Soccer Bouidary Ball in Soccer unit* page 24 



DRIBBLE TAG 
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BALL BOUNCE TAG 



Area s Playgrouodt all-purpose room 

Supplies ; Tvo basketballs or 6^1/2'* playground balls 

Formation ; Two players Inside a circle about 15 feet in diaisetert others wait 
their turn In line. 

Skills to be Taught ; Bouncing a ball while walking 

Procedure : Two players are Inside a circle about 15 feet In diameter* or some 
other designated area* bouncing playground balls. One player is "It" and tries to 
tag other player without losing control of his ball* When a player is tagged or 
loses control of the ball^ he must drop out and give the ball to the next person 
in line* This person then steps into the circle and becomes "It*" 

Teaching Suggestion : Have several games of ball bounce tag In prnstress to provide 
for maximum participation. 



BASKETBALL DRIBBLE RELAY 



Area ; Playground or all-purpose room (two llnest 20 feet apart) 
Su gpliea : Basketball for each team 
Formation : Single file formation 

Skills to be Taught : Dribbling and passing a basketball 

Procedure : At starting signal^ the first player in line dribbles the ball to the 
goal line and passes it back to the next player. The first runner goes to the end 
of his line while the second player repeats the process. All team members do the 
same* The team which finishes first wins. 

Teaching Suggestions : 

1* Be sure players use a two-hand push pass. 

2, Have players dribble dowHt around an object^ and back« 

3* Have players dribble with the left hand only* 

4. Let the children zigzag around several objects (such as bowling pins) on 
the way down and back* 

5. Vary the type of pass* 
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THINK AKD PASS 



At— : Blacktopi all^purpos« rooai playground 
Supplies : Basketball for each group 
Fomatlon : Six to eight players in a circle 
Sklllfl to be Taught ; Teasworki ball handling 

Proc^ure: Each circle has a leader with a b/.ll. On signal from the teacher the 
ball is passed to another player within the circle observing the following rules: 

It Player cannot pass the ball to the person next to him. 

2* Player cannot pass the ball to the person that passed the ball to him. 

3. Ball may not be dropped to surface i 

If any of the above rules are broken that circle must start over* The team that 
completes the predeaignated (25* 30* 50* etc*) number of passes without breaking 
any one of the rules is the winner* 

Teaching Suggestions : 

1« After playing several tlmest add the following rule: 

The leader mist* still using the other rules* receive the last pass* 
2. A type of pass can be designated* 



TWENTV-ON£ 



Area : Basketball court 
Supplies : Baske tb al 1 

Formation : Small groups gathered around the basket 
Skill to be Taught : Shooting for the basket 

Procedure ! In turn each player shoots one ball from In back of the free-throw line* 
If made* the shot counts two points* The player retrieves his own ball and tries 
a second shot from wherever the ball is recovered. If madei the shot counts one 
point. The first person to reach a total of 21 points wins* The total required 
may be altered. 

Teaching Suggestions ; 

1. Can be played as a team game 

2* Child continues to shoot until he misses 

3' If the ball goes out of bounds the ball Is brought In at the nearest side- 
line* 
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ENT BALL 



Ar e s I k court 20 feet by 30 feet or 40 feet Is divided In half by a center line. 
End zones are oarkad 4 feet wide and completely cross the court at each end. 



Supplies : Basketball^ volleyball^ or large playgrotiDd ball 

Formation : Nine to fifteen players on each tean; players on each team divided 
Into three groups; forwards t guards* and ead men 

Skills to be Taught ; To pass and catch a basketball accurately; to intercept a 
ball; to guard another player; to learn team play 

Procedure ; The players from each team are positioned as follows: The end zone 
players take a position In one of the end zones. Their forwards and guards then 
occupy the half of the court farthest from this end zone. The forwards are near 
the center line* and the guards are back near the end zone of that half. The ball 
is started with a center jump between the two tallest opposite forwards. When a 
team gets the ball, the forwards try to throw over the heads of the opposing team 
to an end zone player. To score^ the ball must be caught by an end zone player 
with both feet Inside the zone. No dribbling or moving with the ball is permitted. 

Fouls: Fouls result In loss of the ball to the other team. (Play continues Im- 
mediately.) Fouls are: (1) Holding a ball more than five seconds, (2) Stepping 
over the end line or stepping over the center line into the opponents* territory, 
(3) Walking (traveling) with the ball» (4) Pushing or holding another player. 

Out of Bounds: The ball belongs to the team that did not cause It to go out of 
bounds. The nearest player retrieves tlie ball from the sideline and returns it to 
the guard of the proper team. 

Teaching Suggestions ; 

1. Encourage fast» accurate passing. 

2. Players In the end zone must practice Jumping high to catch the ball and 
still land with both feet inside the end zone area. 

3. A systan of rotation Is desirable. Each time a score is made^ players 
on the scoring team can rotate one person. This means that one end zone 
player becomes a guard; a guard moves up to the forward line; and one of 
the forwards goes into the end zone. 
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BASK£TBALL LEAD-UP 



Area ; Ozw^half o£ a basketball court 
Suppllea : Basketball 

Formation : Players spread out in the area 
Skills to be Taught : Passing and catching 

Procedure : Passing Game. Divide class Into teams of six to eight players. 
Several games may be played at once* using 1/2 or 1/3 of a court. Start with a 
jump between two players of equal height. The team controlling the ball attempts 
to ccmtplete eight passes. If pass Is Interceptedt the counting starts over with 
the opposite team counting. Each player should call out the number of the pass. 
The rules of traveling* out of bounds* guarding* and holding the ball prevail. The 
team first successful In eight passes wins. 

Teaching Suggestion : Pinnies should be worn by one team to help in identifying 
teammates . 



5-3-1 



Area: &asketb<..ll court 



Supplies : Basketball 

Formation : Small group of players around the basket 
Skills to be Taught : Shooting 

Pr ocedure : Player starts at the foul line and shoots a foul shot. Tf he is able 
to score he gets five points. He follows his shot and takes a shut wherever he 
rebuundfi the ball. If he can score this shot It is worth three points. He takes 
a third shot near the basket. It is worth one point. If he is able to score all 
three he gets another turn. 

Teaching Suggestions : 

1. Keep score * 30 points win. 

2. Suggest following the shot quickly. 
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NINE-HOLE BASKIITBALL 



Area ; Playground 
Supplies t Basketball 

Formation : Arrange nine three-foot circles around the basketball goal and number 
theiD one through nine. Players form in line behind clrclu number one. 





at) ® 
® 
® 




(!) 

® 


(D 









Skills to be Taught : Shooting a basketball 

Procedure: The players line up and take turns in attoaptlng to throw baskets^ 
starting on the left at circle nuiober one. Each basket which Is made advances the 
player on^ hole» and he continues to progress until he fails to make a basket* The 
person wins who first makes the circuit of holes and returns to the starting point. 

Teaching Suggestion : When the group Is large, use as many goals as possible. 



DRIBBLE-SHOOT'PASS REUY 



Area t Playground or all-purpose room 
Supplies ; Basketball for each team 

Formation : Single file formation (behind line 20-30 feet from basket) 
Skills to be Taught : Dribbling; shooting; and passing the basketball 

Procedure : On a starting signal^ the first player cribbles to the basket and 
shootSi and then dribbles back and passes to the second player* Repeat until all 
have had turns* Basket* if made* counts two points* When all have had their turns, 
team with highest score wins* 

Teaching Suggestions : 

1* Demonstrate skills to be used* Have students practice shooting before 
relay activity* 

2* If a player Is having difficulty making a basket, set a maximum number 
cf shots which he may try* 
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IN-AND-OUT DRISBLE REIAY 



Aru: Clusrooa or blacktop 



Supplies ! Basketball per team 



Fomatloni Lines of four to six players 



^ X X X X' X 




Players 



Obstacles 



Skills to be Taught ! Dribbling 

Procedure : Players are lined up in a relay position, four to six players in a line 
Chalk circles or chalk sc^s, chairs, or cones may be placed in front of each line; 
three to a line* The player dribbles in and out of the obstacles as shown in the 
diagrafflf and then gives the ball to the next player who dribbles the same vaVt 
Player goes to end of the line when his turn is completed* The winner is the first 
team finished. 

Teaching Sugfiestjona : 

1, Have a practice session before a race. 
2> Players can be taught to change hands. 



Area : Basketball court 

Supplies ; Basketball 

Formation ; Small groups at each basket 

Skills to be Taught : Shooting for the basket 

Procedure : The first player may shoot from wherever he wishes using any type of 
shot. If the shot is made* the next player must attempt the same style shot from 
the same place. If the shot is missed, the player receiver the first letter of 
the name of the game, H. Then the next player may choose his style of shot and pla 
to shoot from. As long as the shot is made, the player who iollows must attemot 
a shot of the same style and from the same place or receive a letter. When one 
player has received all the l€2tters (HORSE) he is eliminated or the game starts 
over,. 



HORSE 
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CAPTAIN BALL 

Area : Playground, gymnasium, or all-purpose room 
Supplies : Baskeeballt volleyballt or soccer ball 




Skills to be Taught : Throwing; jumping; guarding 

Procedure : The object of the game is for the circle players (forwards) to throw 
the ball to their own captains. Each time the captain receives the ball from a 
member of his team^ a point is made. After each point, the game is begun again 
by a toss-up be:.i^een two opposing center players or by a toss to the center 
player whose t : jq did not score. 

Players are divided into two teams, A and B. Each has three forvard&t three guards, 
and one or two centers. Forwards occupy thr circles. Center players ot both teams 
move about the court. The two circle players farthest from each other are the 
captains. The fr-me is played in two 10 minute halv*^s. At the beginning of the 
second half^ circl*^ men become guards and guards become circle men^ and the throw- 
ing direction is ..hanged for each team. 

Circle players are the only players who can sccre points by throwing the ball to 
their captains. Circle players may have one foot outside ::heir circ c, but never 
both feet. Penalty ; The ball goes to the opposing guard* who attempts to throw it 
to one of his own circle players other than his captain. The cnly person allowed 
to oppose the throw is the one guarding the circle player to whom the ball is thro^^. 

Guards cry to prevent opponent circle players trom securing the ball. If they can 
secure the ball, they throw it to one of their own circle players. Guards may not 
step on the circle lines or inside circle areas, nor may they contact circle players. 
Penalty : The ball is given to the opposing circle player, who makes an unguarded 
throw to his captain. The captain's guard is the only person allowed to oppose 
Che play. 

Teaching Suggestions : 

1. Circle players should be called forwards to establish the understanding 
that they are offensive players. 

2. Colored pinnies or jerseys should be worn to distinguish teams. 
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Area : Playground 

Supplies : Volleyballt four bases 

Formation : One *:eam lines up to the right of home plate while the other scatters 
about the field* 




Four players, designated as basKet^shooters > stand on either side of the free throw 
lin^* 

Ski lis to he Taught : Volleyball se^-ve; basket shooting; passing, running 

Procedure : Tht^ object of the game is to serve the ball (using correct vollcvhall 
serve) from home plate into fair territory, run the bases, and get back home bt*forc 
the fielders can: 

1. Retrieve the ball 

2. Make th ree passes to their teammates 

3. Pass the ball to a shooter 

4. Make a ba<>ket 

If the baserunntr gets home before a basket U made, he scores a runt if a baskt^L 
is made first, he is out. 

A served ball caught on the fly is not an out. 

In order for a ball to be a tair ball* it roust land on the court beyond acMrest 
free-throw circle inside tht? lines to 1st and 3rd ba.se. Two fouls const iidte 
out. After three outs* *^he tt»ains change positions. Players should bo rotated cMch 
inning so that everyone gets a chafnce to be a basket shooter. 

Teaching Suggestions : 

1, Counting the passes is facilitated if the person who retrieVt:s the bcill 
on the serve will call out* "Zero!" the person who receives it from him 
will call out* "One!'* and so on. 

2, The number of passes may be increased or decreased depending upon the 
skill of the players. 

3, Divide the class into two games if facilities permit. 
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SIDELINE BASX£TaALL 



Area: One-half basketball court 



Supplies ? Bastce tb all 



Formation : Teams line up as shown in diagram* 



Skills to be Taught ! Passing; shooting; guarding 

X X X X X X X 



XXX 



o c 



0 0 0 



o 
o 

O 



0 0 0 0 0 0 0 



Procedure : The class Is divided Into two teams* Each tean forms lines on the side- 
line and base line of the one-half court as Illustrated. At the beginning of play« 
'ihe three players from each team that occupy the base line take a position on their 
respective side of the rebound lines of the key. The players standing opposite 
each other will guard each other during the game. Side line players move their 
position toward the base line which places three new players on each base line. 

After guarding assignments have been determined^ the game is started by a jump ball 
between two opponents* The three court players taking possession of the ball at- 
tempt to score as In regular basketball. The ball is moved by passing only. No 
dribbling Is allowed . Court players may pass the ball to the sideline players or 
base line players In attempting to move the ball Into scoring position. A ball 
which Is Intercepted may be played by the team which takes possession unless the 
ball has hit the rim or backboard. If the ball Is rebounded or Intercepted after 
hitting the rim or backboard the court players may not attempt to shoot the ball 
until it has been passed to a sideline player. A goal made without follcvtng this 
procedure will count for the other team. After a goal Is scored^ the three court 
players move to the end of their sideline and the three base line players line up 
at the rebounding lines to determine guarding assignments. The ball is put into 
play by a sideline player of the team scored upon. 

A violation such as traveling^ fouling (Illegal control) » or dribbling will give 
the ball to the opposing team^s sideline players. 

Teaching Suggestions ; 

1. One team should wear colored pinnies or jerseys to help distinguish team-' 
mates. 

2. Ability arrangement of the lines makes the game more interesting^ l.e.» 
girls against girls* tall boys against tall boys. 

3. A time limit may be used as a method for tlie rotation of court players to 
sideline players. 

4* When rules have been learn^^dt two games may be played :it the .^^ame time. 
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ZONE a&SK£TBALL 

Area ; Basketball court 
Supplies ! Basketball 

Formatio n r IWo teams* placed according to the following diagram; 




Guards Forwards Centers Centers Forwards Guards 



Skills to be Taugl 1 1 Dribbling; passing; and shooting a baflketball; guarding 
a player 

Procedure ; 

1. The squads (labeled X and 0) take the positions Indicated In the Illustra- 
tion above. Each squad has 3 forwards* 3 centers* and 3 guards. 

2. Play begins as the referee throws the ball In the air between two of the 
centers* who attempt to tap the ball to one of their players. 

3. After receiving the ball from the center* a player will try to pass the 
ball to one of his forwards* who In turn may shoot for a goal. The for- 
wards are the only players on either squad who may shoot for a goal. 

4. The opposing squad tries to Intercept the ball and pass It to one of its 
forwards* who may shoot for a goal. 

5. Guards must pass to their center players and not directly to their forwards. 

6. When the ball goes out-of-bounds anywhere* It Is given to the center 
opposing the player who last touched the ball. It Is then thrown In from 
out-of-bounds to a teammate In his own zone. 

7. When a score Is made* the ball Is then put Into play by a guard of the 
opposing squad from under that basket. He must pass the ball to one of 
his own guards. 

8- F ouls ; Any player who trips* pushes* holds* charges* or has unnecessary 
body contact with an opponent is charged with a foul. 

Penalty ; A free throwi One of the forwards on the fouled team receives 
a free throw. He shoots from the free-throw line. If the free-throw Is 
not succf^.:ful* the ball is In play. 
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9< Violations : A violation Is charged when any player takes Dore than one 
step with the ball without drlbblliig» double dribbles the ball» steps on 
or over a line arouxid his zone» kicks the ball» causes the ball to go 
out-of-bounds » or delays the game by keeping the ball In his possession. 
Penalty ! Play is stopped^ and the referee gives the ball to a center on 
the opposing team» who puts It In play from out-of-*bounds. He must pass 
the ball to one of his own centers, 

10, Scoring : One point is scored for each successful free-throv. Two points 
are scored for each goal made during play, 

11« Rotation: Whenever a score Is made» both squads rotate as fullows: Guards 
im>ve to center zones » centers sjove to forward zones » and fonjards to guard 
zones* At half-time^ the squads change directions and baskets, 

12, Length of garne t Two S^ninute halves are suggested- 



HALF-COUKT BASKETBALL 



Area : Basketball court 

Supplies : Basketball 

Formation : Saiae as for basketball 

Skills to be taugfat : Passlngi dribbling; guardln shooting for the basket 

Procedure ; The sase rules are followed as in regular basketball with the excep- 
tion that the teams consist of three players and the team which gains possession 
of the ball must throw the ball to a team tseoA^er behind the restraining line 
before It can be passed in for a shot at the basket. 

Teaching Suggestions f 

1, Several games should be In progress at the same time, 

2, Teach Sideline Basketball as a leadup to this game. 



ERLC 



71 

87 



VOLLEYBALL 



OBJECTIVES 



Th« objectives for the gsoe of volleyball erei 
Develop muectaer coordination 
Develop a greater sense of hand-eye coordination 
Develop specific skills related to volleyball 

Contribute to character and social develofoiect by Increasing opportunities 
for teawork and good sportsmaashlp 



OVERVIEW 



Volleyball can be played by a large group of children. All are given equal 
opporttinlty to contribute to the success of their team* The enjoyments derived 
from participation In an active challraglng team game add to the socializing of 
volleyball. 

The game's Importance in the elementary school Is Increased by the fact that It 
is a game which the children are likely to play often. In school and out. Its 
value Is thus two-fold. It provides i^olesome, satisfying, and challenging 
activity for the child and lays a foundation for enjoyable recreative leisure- 
time activity In years to come. 

The fundamental skills Involved in volleyball for the elementary program are 
serving, volleying, setting, and passings 

SAFETY 



1. Ball should be properly inflated. 

2. When serving, the ball should be struck with the closed hand, not the vrlst, 
to avoid injury. 

3. Teach players to maintain their proper playing positions to avoid unnecessary 
body contact. When playing a ball between two players, have the one who plays 
the ball call out. 

4. Teach playera not to touch the net while playing or changing sides of the 
court* 

5. Caution players to avoid contact with the volleyball standards while playing 
near then* 

6. Eyes should be on the ball at all times while it Is in play. 
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7. Proper footwur end clothing should be eaphaslzed. 



8. VoUeyball st«nd«rda that attach to the floor ohotad be properly stored when 
not In use. Care should be taken to securely attach the standard to the 
floor to prevent tipping. 



HISTORY AND BAGKCSDUHD 



Volleyball Is one of the few sports to be conceived and developed In the Uilted 
States. The game was originated by William Korgan In 1895 at the Bolyoke, 
Massachusetts Y.M.C.A. 

It was originally a team game, played over a 6 1/2 foot net. The game was 
played in innings by any number of people. 

The sport developed quickly under the supervision of Y.M.C.A. physical directors 
and In 1922 the first national championships for men were started. By 1926 the 
game had bec(»iie so popular that the first rules for women playing were introduced. 

The United States Volleyball As8oclatlon» which was formed in 1926, has sponsored 
annual tournaments for both men and women since that time. Volleyball is played 
in many foreign countries; international matches and championships are held 
annually. Volleyball is a popular Ol^plc activity. 



VOLLEYBALL TERMS 



Carry - Allowing the hands to remain in contact with the ball while returning a 
volley. 

Dead ball - Ball temporarily out of play due to side out, point » or suspension 
of play. 

Double tap - Ball hit twice in succession by the same player. 

Foot fault - Slipping on or over the end line during the serve. 

Legal serve - Ball put into play from a position anywhere behind the end line 
which clears the net and lands in opponents' court. 

Line violation - Stepping over the center line. 

het ball - A served ball that hits the net and falls into the opponents* court. 
Another serve is allowed when this occurs. 

Net ball - A volleyed ball that hits the net and does not go over into the 
opponents' court. 

Met foul - Touching the net at anytime during play. 
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Oat*^£-faounda - Surface or object outside the court not Including a player in 
tb« act of playing the ball 

?a«aing - Volleying a ball from one player to another in an attempt to move the 

ball to the moat advantageous position before returning it over the net 

Point - Failure of receiving team to return the ball legally 

Rotation - Hovenient of players in a clockwise direction in order to shift 
position for service 

Serve ^ The nethod of putting the ball into play at the beginning of the game 
and after a point has been served 

Serving order - Order in which players serve the ball 

Set-up - A ball volleyed into the air near the net by a player « enabling a teaia* 
mate to spike or volley the ball into the opponents* court so that it is 
difficult in return 

Side out - Failure of serving team to win the point; foul by serving team. The 
ball is given to the opposite team for service. 

Spike - To hit the ball downward with great force into the opponents* court 
Volley - To strike a ball that is in play 



VOLLEYBALL SKILLS 

SET-UP - Means to move the ball into position for the spike or volley the ball 
over the net* Set-tip is achieved by volleying the ball to the spiker at the net* 

HIGH SET-UF * The ball is passed eight to ten feet above the net» or higher. As 
a rule, this pass should be kept close to the net, a distance of six to eighteen 
Inches* 

LOW SET-'UP * The ball is passed two or three feet above the net and shouTrl be 
kept close to the net at all times* This type of set*up permits quick plays 
and is easier for the shorter player tn handle. 

DISTANCE SET-UP * Here the ball is set up from a point ten feet behind the net. 
This set-up Is sent just above the net but high enough to go over if missed by 
a teammate. 

UNDERHAND SERVE Stand with the left foot advanced and pointed directly toward 
the net* Face the net squarely; bend your knees* Holl the ball in the palm of 
the left hand with the arm across the body so that the ball is off tne right 
side, the right hand should be in a partial fist and knuckles toward the ball. 
Swing the right arm forward and upward lit a line straight to the net| the 
knuckled of the hand just scraping the open palm of the left hand. The ball 
must be struck slightly under center to obtain the height needed to c3ear the 
net* 
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OVERHEAD* SERVE - (tennis) 

Player begins in the serving zone facing the net, feet slightly apart , opposite 
foot from serving arm and half step In front. Hold ball In the palm of the 
opposite hand. The ball Is thrown up about ^ feet^ with the tossing arm follow^ 
Ing the ball. During this time the serving arm goes up and Is £lexed so that the 
palm Is level to the head and near the ear. Body weight is now at the back leg. 
From this flexed position the serving arm Is extended abruptly and will hit the 
ball with the palm or th& fist at the maximum height that the player can reach. 
After the hit the body weight passes to the forward tlp^ and the player takes a 
step Into the court* 

VOLLEY OR OVERliEAD PASS - This Is the most effective method of passing or playing 
the hall. Finger tip/second joint control Is necessary since the palm of the hand 
not only deadens the ball but Is Illegal In a gome situation* The pass is executed 
from a f lexed-ready position. From this position the player begins to extend all 
body segments upward In such a manner that at the moment the ball Is in front of 
the player's face, the fingers contact the ball, this upward movement continues 
until all body segments (ankles^ knees, splne^ arms» wrists) are ctmipletely t:X' 
tended. The player^s weight Is equally balanced in both legs* the player^s eyes 
stay on the ball. Fingers must form a cup between both hands. Elbows must be 
kept close to the body. If they are spread too tmjch, fingers no longer form a 
cup. The thumb Is directed up and back, never forward and down, to avoid injury. 

THE UNDERHAND PASS - "bump-dig" - This type of pass makes contact with the ball 
utilizing the forearms and hands , but excluding the fingers. It is used when 
handling a ball below t\c waist. Players begin in a ready position. Anns are 
extended forward , the hands open with palms out and up, crossing and resting one 
over the other in the center. From, this position the fingers should point towards^ 
the floor causing extension of the forearm and hyper-extension of the elbow. The 
ball is hit with the internal parts of the torearras very close to the wrists and 
with the elbow completely extended. Even before i&aklng contact with the ball» all 
the body segments begin to extend by a synchronized movement , so that upon and 
after contact with the ball the body follows the path of the hall until it is 
completely extended. 

SPIKE - The beginning spiker should practice first from a standing position. He 
should put the ball in the opposlte-f rom-the-drlving hand, hold it high as if on 
a golf tee, and then experiment driving it off the hand. He should watch carefully 
where the ball is hit, from what angle^ and what happens to it on each drive. Next 
the spiker may then throw the ball up, or have someone else do it, and try to apply 
the same powerful drive, the next step is to take the ball to the net^ use a take- 
off, and spike the ball into the opponents' court, this should be practlc^ 1 vlth 
a lower net. 

BLOCK The block Includes defensive plays ui receiving the serve^ covering behind 
the spiker, and recovery shots. Blocking is a defensive play closa to the net in 
which the players attempt to Intercept the ball at the position where it cro^iies 
the net. The blocker jumps high and raises his hands above the head allowing the 
ball to rebound from the hands back into the opposing court* The blocker may not 
touch the net or go over the net with any part of his body* 
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Key ; VOUJEYBAU 
I - Introdixe 

R - Review; if needed, reteach Content Progression Chart 

0 - Optional 
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Mass Deck Tennis 


Catching, throving a deck tennis rin^ 
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Bound Ball 


Serving a volleyball, controlling a volleyball vith 
the hands* and rotating 
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Modified Volleyball 


Serving and volleying 
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Four Court Volleyball 


Volleying 
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Volleyball 


Serving a volleyball ^ returning the ball to the 
opronents* court 
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* ACTIVITIES 



FOUR SQUARE 



Area ; Playground or all-purpose room 
Supplies ; Volleyball or 8 1/2 inch playground ball 
Formation ; A court » 8 feet by 8 feet» divided into quadrants 

4' V 



4' 



Four players^ one for each quadrant. Not iDore than four players should wait for 
a turn. 

Skills to be Taught ; To bounce-serve a ball; to return a ball after it has 
bounced once in a quadrant 

Procedure ; Class should be arranged in groups of eight to ten players per four 
square court. Four players take position in the court by standing on the outside 
comer of each court. The player in the court numbered 4 is the server. The 
server begins the game by dropping the ball into his own court. As the ball 
rebounds upward^ the server uses an underhand volley to direct the ball into one 
of the other three squares. The player in the square where the ball lands must 
redirect the ball to another square using an underhand volley. Flay continues 
by volleying the ball from square to square until an error is connitted. The 
person responsible for the error leaves the court and takes a position at the 
end of the waiting line. Remaining players rotate to a higher numbered square 
thus filling the vacant square and allowing the next player in line to take 
position in square number one. Only the players in spaces with numbers lower 
than the vacated space will rotate. The game is then continued with the server 
repeating the starting procedures. Flayers are eliminated when they conssit the 
follcwing errors; 



1« Using an overhand volley (palms down) 

2. Volleying the ball out of the court 

3. Volleying the ball into his own court 
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4. Volleying the ball onto a line 

5. Touching the ball bafore It bouncaa In hla court 

6. Allowing the ball to bounce coore than once In his court before return- 
ing the ball to another court 

7. Catching or holding the ball noaentarily before returning it to another 
court 

The object o£ the game is to remain In the game as long as possible and to earn 
the right to becone server by eliminating players in squares with higbsr nvsAiiiTs 
than your own. 

Teaching. Suggeations : 

1. Appoint a competent official for each game. On questionable decisions 
the group may vote on which player is out or if the play should be 
taken over. 

2. Encourage players to volley the ball in a ojomer that allows the 
returner a fair chance to return the ball. Extreaely fast returns 
(alaos) should be discouraged and nay be counted as errors at the dis- 
cretion of the leader. 
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TSTHESBALL 



Are* ; Playground 



Supplies t Tetfaerball and pole 



Fometlon i Opponents aust stay In their playing area 



Sleutral Zone 




Playing Area 



Skills to be tauRht ; Serving! hitting a ball with the fist; tislng; developing 
band-eye coordination 

Procedure : The object of the game Is to wind the rope in the desired direction 
by hitting Che ball with the fist. The opponent tries to hit the approaching 
ball In the opposite direction. Both players try to wind the ball completely 
around the pole. To begin the game, the server stands on the playing area and 
hits the ball. The ball Is not in play until It has passed through the opponents* 
zone. 

Fouls include the following: 

1. Allowing the rope to wrap around the hand 

2. Touching the pole with the hands 

3. Stepping out of the playing area 

4. Catching the ball 

5. Dribbling the ball 

The penalty for & foul is a free hit for the opponent. The free hit is taken 
like the serve* with the exception that the rope may not be unwound more than 
one-half turn before the hit is taken. 

A point is scored by the player in whose direction It is wound* regardless of 
which player completed the winding. After a point is scored* the serve goes to 
the loser* A game can be set to any number of points or played within a time 
limit. 

Teaching Suggestions ; 

1. Divide the class into snail groups. 

2. If tetherball sets are limited* have another activity going and alter- 
nate groups to provide for maximum participation. 

3. Variation: Have game end when a foul is committed. 




VOLLEY BEAT BALL 



Arej a* FlAyground or softball diamond vlth 35 feet between bases 
Sitppllea : Volleyball, bases 

Formation: Flayers assume positions as in softball or tcickball 

Skills to be \ht: Throwing; catching; base running; serving; team pl&y 

Procedure : The batter holds the ball f^lle standing at hoote base and hits It 
into the field with a volleyball serve* He then starts running to first base 
aitd on around the bases without stopping*^ The fielders retrieve the ball and 
throira it to firsi. base* From first, the ball goes to second, to third, and 
th&n to home. If the ball beats the runner to any base, the runner is out. 
The runner scores one point if he beats the ball back to home base. After all 
members of a team have batted, teams change places* The batter is out if a fly 
ball is caught or if he hits a foul. 

Teaching Suggestions : 

1, If runs are scored too easily, move bases ouc to 40 or 43 feet, 

2, Variation: Let the ball start at third or first and go around the 
bases in either direction* This m..ke8 a faster game and requires 
more thinking on the part of the fielder. 



SCREWY LOUIE 



Area ; Classroom 

Supplies : A balloon or a light vinyl ball; a net or heavy cord, with the top 
of the net located at height suitable for those playing. 

Skills : Volleying 

Formation : Flayers are divided into two teams, as for volleyball, 

f 

Procedure: The balloon is served and played as in volleyball. After the 
service, the balloon may be sent either to a teaamate or over the net. The 
balloon is played regardless of whether it hits the wall or celling* With 
practice, players learn to use wall and celling as an aid when playing the 
balloon* Rotate players as in volleyball. 

Teaching Suggestions: 

1. Allow five hits per team to get the balloon over the net* No person 
may hit it twice in succession* 

2. Allow unlimited number of hits to get the balloon over the net. 
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KEWCOMB 



Area : Volleyball court 

Supplies ; Volleyball^ aet, and standards 

Formation ; Children are divided Into two equal teams and assume a random 
formation on the courts. 

Skills to be taught ; Catching and throwing 

Procedure ; The players may play any place In their court,. Players throw the 
ball back and forth across the net* The object Is to get the ball Into the 
opponents' court so that they miss the ball and It falls to the floor. Vhen 
this occurs It Is a point for the throwing team. If the ball lands outside the 
boundary lines or strikes Che net and falls to the "^loor^ the receiving team 
%lxiG a point* The first team scoring 15 poir.Ls wins* Play starts when a child 
throws the ball across the net to the other team. As soon as the ball strikes 
the floor the ball is put back into play by the child who picks up the ball* 
If child holds the ball more than five seconds^ or takes more than two steps 
while holding the ball^ the opposing team is given a point* 

Teaching Suggestions : 

1- Children can play any position, no rotation for a fast game* 

2* To give more practice in volleyball procedures, play the game as 

regulation volleyball with the exception that volleying the ball is 

replaced by throwing and catching* 



MODIFIED VOLLEYBALL 



Area : Volleyball court 

Supplies : Volleyball, volleyball standards^ volleyball net 

Formation : Two even teams 

Skills to be Taught ! Serving; volleying 

Procedure ! Same as Newcomb except that the ball must be volleyed both in serv- 
ing and in playing the ball* A point is scored each time the ball strikes the 
floor or goes out of bounds. The child who has the ball after a point is scored 
is the next server. This utakes for fast action and much scoring. 

Teaching Suggestions : 

1. Keep eyes on the ball. 

2. Play in assigned area* 

3. See Niwcon^. 



82 



PRISOKER*S BALL 



kt^: Volleyball court « all-purpoae roontt or playground 
Supplies : Volleyball t volleyball net or rope 

Formation ; Form tw> teaaaia of eight each» placed as shown in the Illustration 
belov* 



Skills to be Taught ; Throwing the ball over the net; catching a ball 
Procedure ; 

1* Players on each squad take the positions as shown in the Illustration* 
2* The game starts as one of the players on Squad A calls out the name 
of any player on Squad B and throws the ball over the net. 

a) When the ball is caught by any messber of the receiving squad « the 
player whose name was called is saved* Play resumes as the player 
who caught the ball calls out the naxF-^; of a player on the opposite 
squad and throws the ball back over the net, 

b) If the served ball is not caught by a meiaber of the recelvir? squad^ 
the player whose naiae was call<^.d becomes ^ prisoner of the serving 
squad and goes to its prison* Buui sq.xads rotate^ and the ball is 
returned to the player who threw the ball for another turn* 

c) If the ball lands outside the boundaries of the court or hits the 
nett it is dead* The ball is then given to any player on the 
opposite squad to throw back* 

d) If a player takes more than one step with the ball or touches the 
net with any part of his body» the ball is given to the opposing 
squad* 

3t Each squad has the privilege of recovering its prisoners in the 
following way; A player throws the ball over the net and shouts 
"Prisoner" instead of the name of a player on the opposing squad. 
If the ball is not caught* the prisoner who has been in prison the 
longest must be i^'eleased* The prisoner returns to his original 




Team A 
^^^Trison 
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position with his squad. Both squads rotate^ and the ball Is returned 
to the thrower for another turn. 

4. BotaCion: Each aquad will rotate clockwise one posltlou each time that 
a prisoner Is taken or released. 

5. The game continues aa the ball Is thrown back and forth over the net. 

6. Scoring: The squad with the loost prisoners at the end of a predeter- 
mined period wins. 

Teachlna Sugeestions ! 

1- Rear line players should be encouraged to throw the ball to other team 
niesibara in their own front row» who are In a better position to throw 
the ball over the net. 

2. Each player should be Instructed to play only in his Isuaedlate zone. 

3. Additional players may be divided equally among the two teams. 

MASS DECK TENNIS 



Area : Playground or all-purpose room 
Supplies : Deck tennis rings » rope, or net 

Formation: Flayers divided Into equal teams » with one team on each side of rope 
or net stretched across center of court. Size of court may vary. 

Skills to be Xaueht ; Catching and throwing a deck tennis ring 

Procedure : Gasae Is started by one plnyer throwing a ring over rope or net. 
Any opposing player may catch It and throw It but may not relay It to another 
player on his team. Play continues tmtll a point la scored. Team scored upon 
put^ rings In play again. Point Is scored each time ring hits floor In oppon-- 
ents* court and when one of the following fouls Is committed: 

1. Hitting net with ring 
2* Throwing ring under net 

3. Relaying ring or having two teammates touch It in succession 
4* Throwing ring out of bounds If opposing team does not touch It 
Game Is played In two ten^lnute periods. 

Teaching Suggestions ! 

1* Use volleyball and give serving team right to score^ 

2. Fifteen points Is a game. 

3. Rotate so that players will not play the same position the entire game. 
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BOUKD BALL 



Ayea: Playground or all-purpose room 
Supplies < Volleyball and net (4 feet high) 

Format Ion : Divide the class into two teams of eqtial ability^ and arrange them 
on each side of the net into three rows. 



Skills to be Taught ; Serving a volleyball; controlling a volleyball with the 
hands; rotating 

Procedure: The game is started by the player in the far right comer with a 
regular volley serve. One teammate isay help the ball over the net on the serve. 
The ball must bounce once on the opposite court before the opposing team may 
return it. The opposing team has three hits in which to return the ball; how-- 
ever* the ball must bounce between each hit, last person to touch or hit 

the ball before it goes over the net must hit it underhand, A player co.:tinues 
to serve as long as his bide scores. Only the serving team may score. Balls 
landing on boundary lines are good. The first team to earn fifteen points is 
the winner. Fouls include: 

1, Touching the net 

2, Holding the ball 

3, Kitting the ball twice in succession 

4, Kitting the ball before it bounces 

5, The ball's hitting any part of the body other than the hands 

Teaching Suggestions : 

1, Practice serving and volleying skills prior to playing the game, 

2, Encourage players to hit the ball with the heel of the hand when 
serving, 

3, Players must play their positions and may not run all over the court. 




Arrows show 
direction of 
rotation 



85 



■TOUR COURT VOLLEYBALL 

Area: Volleyball court 

Supplies : Volleyball^ net» light rope 

formation : Class Is divided into four equal teams* One team in volleyball 
formation on each court 

Skills to be Taught : Volleying 

Procedure: A light rope Is stretched across and perpendicular to the main net 
at the same height as the net to form four courts. The ball Is volleyed Into 
play by the person holding the ball. The ball may be volleyed Into any of the 
three remaining courts* The ball Is played as in regular volleyball except that 
It may be volleyed Into any of the four courts. The team falling to return the 
ball legally scores one point. Negative scoring Is used. The game may be 
terminated In three ways: 

1. Each team scoring five points becomes eliminated until one team remains 
as the winner. Ball may not be played Into the court of an eliminated 
team* 

2. The team with the least points at the end of a preset time period Is 
the winner. 

3. The team with the least points after one team scores ten points becomes 
the winner. This method requires a degree of strategy since the team 
that wins Is dependent on the errors of the team having the most points 

The ball Is placed Into play by the person holding the ball after a point Is 
scored. 

Teaching Suggestions : 

1. Encourage teamwork by stressing the Importance of the set*upt 

2. Rotate by having the front line change places with the back line 
after each game. 

3. Anchor the rope to a sturdy object which will not tip easily If wall 
attachment Is not feasible. 
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Area : Volleyball court 
Supplies : Volleyball 

Formal ion : Two squads with nine or fewer players on each, as shown on the 
diagram below. 




Skills to be Taught : To serve a volleyball; to return the ball to the opponents* 
court 

Procedure : 

Rules 

1. Players on each squad are nuinbered and placed in the positiotis as shown In 
the illustration. 

2. To start the gaae» player No. 1 on the serving squad serves the ball to the 
r^reiving squad* The server stands behind the baseline in the right-hand 
comer of the court and serves the ball directly over the net* The server 
is allowed only one serve. Exception: If the ball hits the top of the net 
and falls into the opponents* courts the server is allowed another serve 
(let ball). Before servings the server calls out his score» the opponents* 
score» and word» ^^Service^'' in that order* 

3. To return the ball» a player is governed by the following rules: 

a) A receiver is allowed to volley the ball only once to send it into the 
opponents^ court or to a teammate in a better position to volley it over 
the net. 

b) The ball may not be volleyed by inore than three different players on the 
same squad before it is sent over the net. 

c) If the ball hits the net on the return and falls into the opponents* 
court V it is good and must be played by the opposing squad. 
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d) If the bflll hits the net on the return and falls into the court from 
which It vas acnt* it may be play«d9 provided that it was not volleyed 
by snore than two different players before it hit the net, 

4, The saine continues as the ball is hit back and forth over the net, 

5, Violations : When cocaaltted by the serving squad^ the service is lost (side 
out); when cocmitted by the receiving squad « the serving squad scores a 
point, 

a) Failing to make a good serve 

b) Allowing the ball to hit the court surface 

c) Returning the ball in any ntanner other than blocking and batting the 
ball in the air, (The ball may not be caught and thrown,) 

d) Volleying the ball by nu^re than three different players on the same 
squad 

e) Permitting the ball to touch the ground outside the court boundaries 
(A ball other than the serve hit outside Che court boundaries may be 
played^ provided that it has not hit the ground,) 

f) Failing to return the ball over the net 

6, Rotation : Before a squad serves « each player on the squad rotates clockwise 
one position. In this way^ each player on both squads will have an oppor- 
tunlty to serve. 

7, Scoring ; Only the serving squad scores points, A total of 15 points 
constitutes a game, .Exception: The winning team must via by two points. 



Teaching Suggestions : 

1, Xt should be stressed that each player should play his own position, 

2, Squads should change sides after each game, 

3, Better teaawork will result if players in the back row relay the ball 
to players in the front row who in turn hit the ball over the net, 

4, A good way to return the ball to the opposing squad is to roll it under 
the net to the server, 

5, The distance from the service line to the net may be adjusted in 
accordance with the ability of the players, 

6, Children with lesser ability may be allowed to block the bal] (tap it 
upward) and then volley it over the net. 
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Suattary of Igportant Volltfybmll Ruiag 

1« At thm opealAg of the game the ball shall be put In play by the player In 
the right back serving poaltloa* 

2* The aerver shall atand with both feet back of the rear boundary line* The 
ftervlng area Is the right one^thlrd of the back boundary line* 

3« A server suay have a second serve In case of a let serve* 

4* After the serve Is delivered t players may take any position on their 
respective sides of the court* Serving order must be followed* 

5* The server shall continue to serve until *'side out*' is declared* 

6* A ball other than the serve stay be recovered from the net^ provided the 
player avoids touching the net* 

7* A ballf except in servet striking the net and going over is still in play* 
On the rerve there is no such thing as a net ball* It Is a violation if 
it does not go over* 

8* A player is not allowed to break the plane of the aet; however^ contact 
with the line is permitted* 

9* When a ball touches the boundary line it is considered good* 

10* It Is pennissible to play a ball out of bounds* Hovever^ If the ball is 
not played successfully it counts against the player touching It* 

11* The ball may be volleyed only three times before being returned over the net* 

12, the ball must not be "carried" when volleying* 

13, Flaying the ball twice in succession constitutes a foul* 

14» If the ball touches a player he is considered as having played the ball* 
15, Points are scored only by the serving teaffi* 

16» A game by points is won by either team when the score is 15 points with a 
tvo^point advantage such as 1S-13» 16-14* 17-15t etc* 

17* Teams shall change courts at the end of each game. 
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TRACK AKS FIELD 



OBJECTIVES 



The objectives of this track and field unit are to: 
Develop techniques of efficient body movement 
Increase tmdurancu 
Develop agility 

Develop specific skills related to track and field 
Develop uniform track mid field turminalDgy 



OVERVIEV/ 

Track and fit^ld activities are popular with youngsters in the intemediate grades 
and saould ht^ included in the program during the fipring. Pupils should be en** 
couraged to watch their progress through posted record sheets;. Their satisfaction 
in their own achievement is an excellent motivation for the instructional program. 
While the very nature of track and field is competition^ the competitive asrocts 
TUist not be overemphasized, Activltieb* should be geared to tha age and ahllitv 
U^vei of the chi Id . 



SAFLTY 



!, At liiL^ be^inuin^ ot tile auaKon^ increase the amount ot activitv slowlv. Dc 
aol \vl children go 'VU 1 out" until a period ol' cf^ndi t inning has been 
av confTi ishe<K 

2, Rtitli runaerti and jumpers should warm up sut f ic iently^ Stretching oxer<.'ises> 
partit'uiiir] y thost^ lor the hamstring muscles, are of value. 

3. i'its should be supplied lior jumpers when pos*sible. Bl^ sure that the surlaL^e 
is kept loose and tlie contents wel l^d is t rlbuted , 

Mu^Jclc soreness t:an appear anyv;here and should receive little atLention unless 
it i^ confined to the front of the thighs. Tiiis indicates that tht* child has 
been overdoing the sprints and sfiould take things a little easier. 

5* In the elejaentary schonl^ compt*tiCion sliould be confined to tlie sprints in 

the running events. Children nuiv run farther for pace and forn but this type 
ot running uf^ually s^hould not be competitive* 

&« Shoes must be worn for all events. Sneakers or tennis shoes are reoonmended. 
Track shoes with ix^tal splkeB will not be allowed in elementary school* 
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HISTORY AND BACKGROUND 



The sports of running* Jumping^ and throwing have been popular for many centuries. 

The pattern for our modern track dnd field events was developed during the Golden 
Age of Greece at the Olympic Games which began In 776 B.C. and were held every four 
years until A.Dt 394. The Olyiapic games as we know them today were revived at 
Athens in 1896. 

Participation in tcack and field events In early Greek times was a demonstration 
uf strength and ex-ellent preparation for the life of a soldier* The throwing and 
running events of the famous early Olympic games are today the most prominent 
events in track and field contests throughout the world. 

Although there have been changes in the events of track and field competition 
throughout the years^ the changes have made the sport more Interesting and more 
competitive* Standardized rules and regulations have been established for track 
and fiela events for both boys and girls. Track and ^leld events for girls first 
appeared in Amateur Union meets In 1923. 

Although there Is no official competition between countries in the Olympics, the 
United States had maintained a position of leadership in track and field Olympic 
competition until recent years. 

The track and field events are classified as running, jumping, and throwing events* 
Running events Include sprints, distance running, and relays* Jumping events In- 
clude hurdles, broad Jump, pole vault, and high jump* Throwing events Include the 
discus. Javelin, and shot putt Boys and girls compete In all these evcntSt The 
girls do not compete In distance nnlng and pole vaulting* 



TRACK AND FIELD TERMS 



Baton - A .mick which Is passed between runners on a relay team 

Crossbar - A long lightweight bar resting on two stands used In the high jump 

b^xchangc - The passing of a baton between runners In a relay race 

Exchange zone - A twenty-two yard zone where the baton mav be legally passed 
during an exchange. This zone may be lengthened according to prevailing track 
and f leld rules . 

Field events - Throwing and jumping events 

Heats - Preliminary trial races to reduce a large field uf runners. Winners of 
preHminary heats enter a final event to determine final winners 

High jump " A field event where the performer leaves the ground wltli one foot and 
attempts to jump over a raised bar * 
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Lane - A strip ur alley on the track that ^ runner must stay within to run a race 
lugally 

Lap - The ccmiplete distance around a track 
Leg - Each runner^s portion of a relay 

Long jump ' A field event that Is also known as a brood jump 

Relay rocc - A track event in which four runners compose a team and where each 
partii:ipant runs a certain di^stance and passes a baton to a teammate 

Run ^ An event where the runner maintains as much speed as possible while con~ 
serving enough tpnergy to complete the distance 

Shuttle relay - A relay run back and forth between two points* Each runner may 
run ont: direction only* 

Sprints - Events run at top speed for the entire race 
Start - The beginning ol a race, 

Startin>; blocks * Steps or apparatus placed on the track so that a sprinter may 
get a good start 

Starting command * A verbal direction by the starter to position the runner for 
the i;tart of a race 

Stride - The distance covered by one step in running a race 

Takeott - The act o£ leaving; the ground when executing a leap as in the long jump 
or high Jump 

Tdkeutt" board - A board usJoJ as the takeoff point in the long Jump and triple 
jump i'Vi'nts* The front of the board is used as one point of measurement and is 
also the loul line for the event . 

Takeoff foot - The foot which the athlete uses to drive himself off the ground 



Skills relating to track and field are described in the activities section of this 
unit* 
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Key ; TBACK AND FIELD 

I - Lntroduce 

R - Review; if needed, reteach Content Progression Chart 

0 - Optional 



Activity 


Skills Involved 
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2 


Crf 
3 


4 


Le 
5 


6 


Page 




TRACK TECHNIQUES 


















Starting Techniques and 
Procedures 


Starting mechanics 


0 


0 


0 


I 


R 


R 


R 
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Running and Sprinting 
Form 


Body lean» knee lift* proper breathing* 
finishing 


0 


0 


0 


I 


R 


a 


a 
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Basic Relays 


Touch off exchange* relay technique 


0 


0 


0 


I 


R 


R 


R 
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Starting Forms 


Standin_g start* bunch start, elongated start 








0 


I 


R 


R 


98 


Baton Exchange 


Visual exchange* blind exchange 








0 


0 


I 
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Baton Passing DrllX 


Baton passing techniques 










0 


I 


R 
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FIELD EVENTS 


















Standing Lon& Jump 


Jumping for distance* landing 




0 


I 


R 


R 


R 
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Standing Triple Jump 


Hop* step* and lump technique 








0 


I 


R 


R 
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Running Lonft ^ ^kump 


Approach* talceorr * landing 








U 


T 

I 


K 


o 
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S^ujEmli^^ Triple Jm^ 


Approach* takeoff. landing 










0 


I 


R 
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Softball bifitan^e Throw 


Overhand throwing technique 








0 


I 


R 


R 
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High Jump 


Approach, takeoff » straddle roll* and landing 












0 


0 


105 



• ACTIVTriES 



STARTING TECHNIQUES AND PROCEDURES 



Area ; Playground 
Supplies ; None 

Formation : Runners form squads behind a starting line 

Skills to be Taught : Following directions and basic starting commands 

Procedures : Starting Commands; Two types of starting commands will be described 
for r^e with elementary -school children: 

1. Two Command Start: The two command start is used when all the runners in 
an event use ^ standing start. The runners are instructed to come up to 
the starting line in a ready position. When all runners are on the line 
in an attentive position^ the first command of "runners ready" shall be 
given. When the runners are motionless the starter gives the signal to 
run. This signal may be a whistle blasts a gun report^ or the word '*go.^* 
This type of start is used in the longer distance runs. 

2. Three Command Start: The three command start is used when a crouch po- 
sition is used by one or more of the runners. The runners are given the 
command "get to your marks" or "on your marks." This is the signal for 
the runners to assume a ready position in their blocks or holes. The 
runner places his feet in the blocks with his weight or his rear knee and 
arms extended. The head should be held steady with the eyes focused on 
the starting line. On the command "set" the runner rises to a position 
with his hips a few inches higher than his shoulders. The shoulders move 
forward causing mof;t of the body weight to shift to the hands. The arms 
remain straight and unbent in this position. When all runners are motion- 
less the signal to run is given. This may be a whistle^ a gun» or the 
word "go." The runners push mainly from the front foot with some force 
from the rear foot. The rear foot must immediately recover from the 
Initial force and move forward for the first step. It is important that 
the sprinter come off his block at a low angle to enable his legs to 
exert the force forward instead of up. The runner gradually assumes an 
upright running position. He should assume the upright position about 
fifteen yards from the starting line. 
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RUHNING AND SPRINTING FORM 



Area ; PIdy ground 
Supplies ; None 

Formation ; Varies to fit the situation 

Skills to be Taught ; Body lean; breathing} knee lift; and finishing 

Procedures ; Sprinting Form ; The sprints and dashes are races which arc performed 
at top speed for the entire race. A sprinter taust employ a good body lean if he 
Is to exert his greatest force In the desirable direction. The sprinter should 
run well upon the balls of his feet and have a long and powerful stride. The knees 
are lifted high during the stride to about the height of the hip. The arms are 
flexed and are pumped vigorously for momentum. The arms should move straight for- 
ward and back to prevent lost motion. The front arm swing should be about as high 
as the shoulders. The body lean should be such as to allow the runner to lift his 
knees high with minimal effort. The finish of the sprint Is very Important and 
must be practiced. The sprinter must be able to judge the correct moment to lunge 
his chest forward and throw his arm up and out. If he attempts the lunge too early 
he will lose his balance and thus lose speed. In the short distance sprints the 
runner will need to take only a few breaths during the event. Holding the bre.^th 
sometimes allows a greater effort by the runner. In the longer sprints the breath 
should be held for the beginning of the race and Intermittently during the remain- 
ing part of the event. 

Runnlng^ Form ; Distance for elementary children would Include races which would not 
be run at top speed for the entire distance. This distance will vary according to 
the age of the child. Seventy-five yards for a first grader would be equivalent 
to two hundred yards for a sixth grader. The running form for the middle distances 
requires the runner to conserve effort while maintaining good speed. The runner 
assumes less body lean than in the sprints. His head Is held up and back which 
reduces the height of the knee lift. The heel of the foot is the first part of 
the foot to touch the ground. As the body weight travels over the f oot > the weight 
Is transferred to the ball of the foot. The stride should be long enough to allow 
the runner to cover the distance quickly but not so long as to require the runner 
to jerk forward with each stride. The middle distance runner should approach the 
finish line with sprint form. He should estimate the point in the race where he 
should begin his sprint. This of course is an Individual factor and depends on 
the runner's conditioning. Finishing Is the same as for the sprint. The runner 
should breathe through the nauth in a natural manner. 



ERLC 



BASIC RELAYS 

Area : Playground with a starting line and designated finish line 
Supp 1 i es : Batons, deck tennis rings^ bean bags for each team are optional. 
Formation : Teams of four to six runners standing behind a starting line 
Skills to be Taught : Touch off exchange and relay technique 

Procedures : Basic Relay : Relays provide simple competition which can be used 
effectively as low as the first grade. Individual ability as well ag team work 
can effectively be taught with relays. Relays can be combined with skills 
teaching such as skipping, hopping^ or other locomotor skills. After skills have 
been taught and practiced suf f ic ienCly » they may be used in relays. 

Children participating In basic relays should be divided into equal teams of four 
to six runners. The teams are placed into lines with the first runner of each 
team standing back of an established starting line. All members should be given 
directions for the relay. If possible^ a demonstration should be given to show 
the runners the course they will run* The course should be set by the instructor. 

Runners are instructed not to cross the starting line until their teammate has 
given them tht? signal to begin. The signal may be a simple hand touch as the 
runner finishes his leg of the rulay. It may be the passing of a baton^ a deck 
tennis ring, or bean bag to the next runner. When the signal or exchange has been 
givon^ tlie next runner begins his leg of the relay* A runner finishing his leg of 
the relay takes a place at the end of the line. 

Team members completing their leg of the relay in an incorrect manner or beginning 
their Leg of the relay prematurely will disqualify their teams. Starting and 
finishing rules should be strictly enforced. Older children may participate in 
relays where each relav member runs a portion of the course* In this type of relay, 
the members ot each team assemble on the starting line for instructions. The 
first runner from each team remains on the starting line as the remaining legs of 
the relay assume their stations. it is helpful if members of each team be identi* 
fled by use of a colored jersey to prevent confusion at each exchange position, 
A baton, deck tennis ring, or touch off may be used in the exchange. 

Shuttle Relay : The shuttle relay is run between two parallel lines* The distance 
between the lines varies according to the age levels of the competitors. A good 
standard to follow would be thirty yards for third graders ^ forty yards for fourth 
graders and fifty yards for fifth and sixth graders. 

Each team has one^-half of their runners behind each parallel line. The two parts 
of each team face each other* On the signal to begin, the designated starter runs 
to the opposite line. As he passes his team member on the right side, he touches 
his hand or head to signal him to begin his leg of the relay. The remaining runners 
proceed In the same manner until the two parts of the teams have exchanged places. 

A variation of this relay is to continue the relay until all runners are in their 
original position. This meantj each runner runs two legs of the relay. Deck 
tennis rings may be used for the exchange. 
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STARTING FORMS 



Area : Playground with a starting line 

' Supplies ; Starting blocks are optional 

Formation : Runners form squads behind the starting line 

Skills to be Taught : Standing, buncht and elongated starting forms 

Procedures ; Standing Start ! The standing start Is used for races witli younger 
children or for races of greater distance where initial speed is not of the most 
importance* The runner approaches the starting line and places his left foot to 
the line with his right foot slightly in back of the left foot* The weight is 
shifted slightly to the front foot. The right arm is held slightly back of the 
right hip. The left arm is held in front of the body with elbow slightly flexed. 
On the go signal, the runner pushes forward with both feet- As the body begins to 
move* the rear leg moves forward to take the first stride. Arm motion will be 
natural. 

Bunch Start ; The bunch start is a variation of the crouch start and requires 
starting blocks or holes dug into the starting surface. For this start* the rear 
block is placed in a position to allow the knee to be slightly in back of the 
starting line when the foot is on the block. The other block is placed about one 
foot length in front of the rear block* A right handed person normally starts 
with the ^ight foot back. Modifications to the bunch start can be made to accom- 
modate individual preferences. 

Elongated Start : In this variation of the crouch start, the front block is ad- 
justed so the knee falls almost to the starting line when the foot is on the block* 
The rear block is placed in a position so the knee falls opposite the other block 
when the foot is resting on the block. Some runners will wish to modify this start 
to best fit their style* 
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BATON EXCHANGE 



Area : Playground with running room 

Supplies : Batons or one foot lengths of broomstick 

Formation: Players are placed in a line or lines with 20 or 30 yards between 
runners 

Skills to be Taught : Visual exchange; blind exchange 

Procedures : Visual Baton Exchange : The visual exchange is used in cases where 
speed is not of utmost importance and when the exchange zone is on the straight- 
away. The receiving runner stands at the back of the zone with his body turned 
tu the right. As the approaching runner nears a predetermined pointy the re- 
ceiving runner extends his right hand back and begins to move forward* He must 
estimate the approaching speed of the rummer and accelerate accordingly. At the 
time of the exchange both runners should be 'wing at the same speed. The 
receiving runner watches the approaching runne."* during the exchange. He must use 
peripheral vision to assure that he remains j.n the correct lane during the exchange 

Although two basic hand positions are preferred fpr this type of exchange, most 
coaches prefer the open-hand palm-up method. The receiver opens his hand fully 
with the fingers together and pointed slightly outward. The thumb is pointed to- 
ward the body- The exchange is made from left hand to right hand. 

Blind Baton Exchange : The blind exchange is used in relays where speed is 
Important or when the exchange is made on a curve. The receiver stands at the 
back of the zone and watches the approaching runner. When the runner reaches a 
predetermined point, the receiver turns and begins to accelerate. When speed is 
attained, the receiver extends his right hand to a position back of the hips. The 
hand Is held open with the fingers together and thumb spread wide. The open palm 
should face the approaching runner. The receiver must keep his right hand as 
steady as possible during the exchange. After receiving the baton* the receiver 
immediately transfers the baton to his left hand. 
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BATON PASSING DRILL 



A r e a : Playground 
Supplies ; Six batoos 

Formation : Children stand In a single file about one arm*s length apart 

Skills to be Taught ; Hand position; blind and visual exchange technique; and 
carrying the baton 

Procedures : For the blind exchange technique^ the children extend their right hand 
back of their right hip with the palm open. The palm should be facing the person 
In back of them with the thumb spread wide to form a V. All children are Instructed 
to face forward and not to look backward* The leader stands at the back end of the 
line with the batons. He passes one baton Into the right hand of the last student* 
The student receives the baton* switches It to his left hand* and passes it to the 
next student. This continues until the baton reaches the first player* The leader 
may start a second baton as soon as the first baton has passed the third Btljdent* 
The last student receiving the baton runs to the back of the line and passes it 
forward* This allows the instructor to make corrections during the drill. 

When the students have learned the technique they may be divided into two lines 
and continue the drill. By continuous division of the line* the drill may be used 
as a relay. All batons are held by the last player In line until the signal to go 
Is given. The last receiver of the baton runs to the end of the line and holds the 
baton over his head. The first team finished Is the winner. 

If the students arc divided into lines with less players* they may assume a greater 
distance between the exchanges and eventually learn the running exchange. The same 
drill may be used for the visual exchange* The type of exchange which the in- 
structor plans to use In his unit should be taught first. 

Teaching Suggestions : 

It Insist that each student follow the procedure correctly. 

2* Instruct the passer to push the baton Into the receiver's hand so the 

receiver knows when to grip the baton* 
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STASDING LONG JUMP 



Area ; Playground « all-^purpose room 
Supplies : Tumbliag nsats optional 

Formation: Students line up behind a take-^off board on take-off line 
Skills to be Taught : Jumping for distance 

Procedures: The jumper should toe the front edge of the take-off board or take-off 
line with feet slightly apart. Flex the knees* bring the arms backward and down^ 
To take off, push off with the toes and forcibly bring arms upward. Land with both 
feet about shoulder width apart. Bringing the arms forcibly backward on landing 
may help to maintain the body at proper balance. A jumping pit ciay be used if 
available; if not* use tumbling mats or soft ground* 

Tuaching SuB];^estions ; 

1. Squad formation may be used with one take-off line for each squads 

2. The child may practice swinging the arms to help gain momentum for the 
final jump. 

3« A tape measure or yardstick may be extended from the take-off line and 
p.'irallel to the path of the jumper to facilitate scoring. 



STANDING TRIPLE JUMP 



Area : Playground 
Supplies ; None 

Formation : Squads standing behind a £5tarting line 
Skills to be Taught ; Takeoff; technique; and landing 

Procedures: The front player in each line stands on his left foot with his foot 
behind the starting line\ The contestant hops forward, landing on the same foot; 
steps forward, landing on the apposite foot; and finally junips forward, landing on 
both feet. The three movements are performed without a pause, if possible the 
take-off line should be placed in such a manner that the last jump will be made 
into the jumping pit. A contestant finishing his turn returns to the end of his 
line. The instructor can observe the form and make corrections during the drill. 

The triple jump should be practiced until form is mastered* It may then be used 
for competition. 

Measurement for this event is taken from the front of the starting line or take- 
off board to the point of contact nearest to the board after his final jump. 

Teaching Suggestion : Jumpers should explore the use of either foot as their take- 
off foot. 
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RUHNING LONG JUMP 



Area: Jumping pit with twenty yard approach 
Supplies : None 

Formation : To teach the basic technique, the class should be In a spread formation 
vlth space In front of each child. 

Skills to be Taught : Approach; takeoff; flight; and landing 

Procedures : Before actually jumping^ the children should be taught the correct 
take-off form. 

Right handed jumpers should practice using the left leg as the take-off leg. 
Children are instructed to step forward onto the left foot. The right knee swings 
forward and up to hip height as the left foot pushes the body forward and upward. 
The left knee is raised to the same height as the right knee. The position of the 
body during the flight will resemble a chair-sitting position. The arms are thrown 
forward during takeoff to assist in adding montentum to the Jump. The jumper 
should land in a semisquat position on the heels of both feet. The body should 
pitch forward after the jump. 

When this skill is mastered, the children are taught the approach to the take-uff 
board. A mark is placed on the approach. All runners start on the mark and run 
through the approach. Runners should be instructed to always begin with their left 
leg. The instructor watches each runner as he runs over the take-off board. If 
the left foot strikes the board correctly, the approach is correct. If the left 
foot strikes the around one foot in front of the board, the runner is advised to 
start his approach one foot back of the beginning mark. Each runner is advised 
to make individual adjustments. The run-^through should be practiced several times 
before actual jumping. The procedure for jumping is the same as explained pre- 
viously when no run was used. 

Teaching Suggestion : Sume jumpers prefer to use the same take^uff leg as their 
dominant hand. Practice using both ways is encouraged. 
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RUNNING TRIPLE JUMP 
(Hopt Step, and Jump) 



Area : Jumping pit with a thirty yard approach 
Supplies : None 

Skills to be Taught : Approach; takeoff; execution; and landing 

Procedures : The approach for the triple jump should be taught the same as the 
approach for the running jump* 

Once the approach has been established and adjusted for each performer* the actual 
jumping may take place. The technique for the tunning triple jump Is almost the 
same as tor the standing triple jump. The takeoff should be made with the left 
foot for a right-handed person. As the left foot strikes the board* the right 
knee Is swung futwardi upward^ and held. The left foot swings forward and slightly 
upward and then is extended downward to complete the hop and in preparation for 
the stept The step should not be so long as to stop forward inomentumt As the 
right foot pushes forward and upward for the jump, both legs are brought forward 
and upward to form a sitting position in midair. As the performer begins to land* 
the feet are extended down with the knees flexed. The body is allowed to pitch 
forward upon landing* 

Teaching Suggestion : Jumpers may explore the use of the right leg as their take- 
off leg. 
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SOFTBALL DISTAKCE TKSOV 



Area ; Playground with a throwing zone marked by two parallel lines six feet apart. 
Several short zones or one long zone inay be used. 

Supplies : Twelve softballs and a tape measure 

Formation : Children form squads behind the throwing zones and face the throwing 
area . 

Skills to be Taught : Overhand baseball throw for distance 

Procedures ; The first thrower from each squad stands to the rear of the throwing 
zone* The last thrower takes a position In the field where the ball will land. 
This retriever will remain In Che field until his entire squad has thrown. He 
then is replaced by another squad member. The thrower* if right-handed, stands 
between the restraining line and places his right foot in front of the back re- 
straining line. The ball should be held in his right hand and six inches in back 
of the right ear. The thrower takes two side gallop steps toward the front line. 
His weight is carried on the right leg. He continues his second gallop step into 
an overhand throw by transferring his weight to his left foot and delivering the 
ball at about a 45 degree angle. The follow-through by the right arm and upper 
trunk will bring the weight onto both feet. Left-handed throwers would reverse 
the above directions. Mimicry may be used to teach the basic throwing techniques. 

The instructor may use the tape measure to measure the distance of the members of 
one squad while the remaining squads continue to practice* Squads must be placed 
far enough apart to insure safety in throwing and returning the balls. 

Teaching Suggestions : ^ 

I. Twu retrievers may be used in the field* One marks the landing point as 

the other retrieves. By attCTipting two or three trials, the thrower can 

note his improvement. 
2< Premarklng the field with markers or field white helps in the measnrcment 

of this event. 

3. The retriever should roll the balls back to the thrower. 

Record the distance from the point of landing perpendicular to the front 
restraining line. 
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HIGH JUMP 



Arear Playground with d jumping pit. Tumbling mats may be piled high to form a 
sot t larul Ing . ar^ia 

Supj)l ics : High jump standards and crossbar 

Format io n: Contestants form line to the left front of the pit at a distance of 
about 30 teet. The approach should be about a 43 degree angle to the crottsbar. 

Skills to be Taught ; Approach; takeoff; execution of the straddU roll; and 
landing 

P rocedures : The Contestant establishes a take-off point about one arm*s length 
from the crossbar. This point may be adjusted as Che croSf^bar is raised. As the 
jumper approaches the bar^ he plants his left foot on the take-off point and leans 
slijzhtiy backward- The knee is slightly flexed and the arms are back and down. 
By planting the take-off foot firmly and forcefully kicking the right leg upward* 
the forward momentum is transferred into upward motion. The arms are swung up- 
ward and forward to gain height. As the body moves upward ^ the body leans back- 
ward and turns to face the bar. The tight leg straddles the bar until the body is 
parallel to the bar and facing downward. The take-^off leg Is kicked upward to 
clear the bar. As the body clears the bar and begins to fall into the pit^ the 
right arm is folded close to the chest* The landing may be made by touching the 
right foot and rolling on the right side of the body. In some cases a three point 
landing followed by a roll may be used. The jumper lands on his right foot and 
both hands and rolls on his right side. Caution should be taken to instruct the 
jumpern not to allow their right arm to be caught under their body during landing. 

Teaching Suggestions : 

1. The crossbar should remain in a low position until the jumping technique 
is mastered. 

2. Mimicry may be used to teach the basic jumping technique. 

3. Contestants should be encouraged to explore the angle and side of the 



approach. 
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SOFTBALL 



OBJECTIVES 

The objeceives of the Softball unit are to; 

Develop a sense of fair play and cooperation 

Increase strengthi especially in Che arms and shouldersi and in the legs 
Develop the specific skills relating to the game of softball 
Develop eyc^hand coordination 

OVERVIEW 

Of all team sports taught in the elementary schools* softball seems to have the 
aost carry-^over value for adult enjoyment of leisure time. 

Softball is a game enjoyed by a great number of people today from elementary 
school through adulthood* from Informal backyard play to h. hly skilled semi- 
professional play. 

Softball contributes to the development of endurance* strength, coordinatloni 
.flexibility I and team play. 



SAFETY 



The following is a list of rules which should be observed when participating in 
Softball skills; 

1. The catcher must wear a mask. 

2. The batting teams must be behind the backstop or a safe distance from the 
batter (30 feet). 

3. Sliding is not permitt d. 

4. The batter must understand the importance of laying the bat down after 
hitting the ball, 

5. The fielding team must understand their positions and the importance of 
not blocking the base path of the runner. 

6. Regulation bases must be used and at no time should other objects be 
used as substitutes. 
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HISTOKY AND BACKGROUND 



The game of softball stems directly from baseball^ which was originated by Abner 
Doubleday In Cooperstown* New York» In 1839. The concept of striking an object 
and running to a base can be traced to early colonial days* 

In 1887, George W* Handcock developed rules and equipment for Indoor play* This 
was the official beginning of softball as It Is played today* in 1930 the game 
was adapted for play outdoors* 

Dim to Increased Interest In the gome, the American Softball Association was formed 
In 1934 to standardize the rules* An attempt to conduct tournaments for women 
first took place as early as 1933, although there were standard women*s rules for 
Softball as early as 1926. Many developments through the years have resulted in 
rule changes pertaining to pitching and other skills* The rules have been fairly 
t>tandardlzed to date for both men and women* 



SOFTBALL TERMS 



Assist - Fielding credit to a player who helps a teammate make a putout 
Bag - Base 

Base hit - Hit made by a batter which permits him to safely reach one of the bases 
without causing a teammate to be forced out 

Base on balls - Four balls called on the batter and an advance to first base 
Bases loaded - Base runners on every base 

Bunt - Ball intentionally met with the bat and tapped slowly Into the Infield 
Cleanup - Fourth hitter In the batting ord(^r 
Count * Number of called balls and strikes 
Diamond - Area formed by the four bases 
Double " Two'-base hit 

Double play - Two base runners put out In same play 
Error Del ens i ve mi splay 

Fair ball - Any ball which is legally batted and which Is touched or stops In fair 
territory between home plate and first ba5^u or home pltitc and third basu or which 
lands in fair territory and does not cross the foul line until after it passes 
first or third base 
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Fly ball - Any ball batted Into the air 

Force out * A play Id which the base runner Is out because he falls to reach the 
next base before the ball does^ after he has lost his right t^ the preceding base 
because the batter has become a base runner. 

Foul ball * Ball hit outside of fair territory 

Foul tip - Batted ball which goes directly to the catcher and is caught by him 
Full count - Three balls and two strikes 

Ground ball - Batted ball which touches the ground before passing a base in either 
fair or foul territory 

Home run * Hit which enables a batter to run all four bases and score a run 

Infield - Fair territory bounded by and Including the base paths 

Inning - Division of the game in which each team has a turn at bat 

Line drive - Batted ball that travels in a straight line 

Out Retirement of a batter or base runner during a play 

Outfield - Fair territory beyond the ^ afield 

Overrun - To run beyond the base 

Overthrow - To throw above the baseman's or fielder's head 
Passed ball * Legally pitched ball which the catcher falls to hold 
Pop-up * Shortt high fly in or near the fnfleld 
Rubber - Pitcher's plate 

Sacrifice A bunt or a fly ball which permits a base runner to advance 
Tally - To score a run 
Triple - Three-base hit 

Triple play ^ Three base runners put out in same play 
WlXd pitch * Inaccurately delivered pitch 
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SOFTBALL SKILLS 



Skills to be taught are: throwing, catchingf batting, and base running. 

SOFTBALL THROWING - It is recooiaended that the very soft spongy-type ball be used 
for the smaller players and the beginners. The whiff le-type balls or scoop balls 
oay be used, as well as fleece balls or other light weight types. 

Overhand Throw - Starting Position - Feet apart, left foot forward; weight evenly 
distribut<?d; ball held In right hand, left hand under ball 

Action " Twist the body to the right as the ball is brought to a position near the 
ear and above the right foot. Shift weight to the right foot. Bend the right arm 
at the elbow. K^cp eyt^s on target. Extend the right arm forward, rotate shoulders 
toward thi* left, and shift weight to the left foot, as the ball is released with 
a snap of elbov^ wrist, and fingers. 

Follow-through • After release of the ball, movenient of the right arm continues, 
finishing with arm and fingers extended toward the target. The right foot comes 
forward to maintain balance. 

Underhand throw - Starting Position - Place feet apart on pitcher*s plate, weight 
evenly distributed. Face the target. Hold the ball in the right hand and place 
the le^t hand under the ball. 

Action - Twist the body to the right as the ball is swung down and to the rear of 
the body. Shift weight to the right foot. Straighten the right arm, on a plane 
with the shoulder. Keep eyes on the target. Swing the right arm forward parallel 
with the body, lotate shoulders to the left, step in the direction of the pitch 
with the lutt foot, and shift weight to the left foot as the ball is released. 

CATCHINC A SOFTBALL 

F ^Bal I (i^T abuve the waist) - Starting Position - Left foot forward, weight 
evenly distributed; iwmda in front of the body about waist height; eyes on the bnll 

Attiun ' Keep eyes on tlie ball. Extend hands and arms to meet ball. Point the 
tini;urs upward with thumbs togethtir and palms toward oncoming ball. Cup hands 
slightly. Permit hands ;ind arms to give with the impa^^t of the ball. Grip the 
ball with the liiiijurs. 

Fijllow^thrtJUph - To *.'omplete the eati-h, Ihu nands and ball are brought tow.ird tlit* 
body. The phiver Is now ready to throw the ball* 

^-^A^. -Sy.i- PK W aist - St.irtiiijt; Position - Lett foot totnvard* weight evenly dis- 
tributed; hands in tront ot the bndy sliftiitly below waist; the body iilightly 
crouched in anticipation of the ball 
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Action - Keep eyes on the ball. Extend hands and ams to meet the ball. Point 
the fingers down» keeping little fingers together. Cup hands with palms toward 
the oncoming ball. Permit hands and arms to give with the IiQpact of the ball. 
Grip the ball with the lingers. 

Follow- through - To complete the catchy hands and ball are brought toward thi; body. 
The player rises and is now ready to throw the ball. 

Ground or Rolling Ball - T!^is is essentially the same as a ball below the waist 
except the crouch is lower and you extend the fingers to the ground with little 
fingers touching^ remembering to move to a position directly in front of the on- 
coming ball t 

BATTING 

Batting from a Tee - Starting Position - Batting tee, adjusted to desired height > 
is placed on home plate with the ball resting on it. Feet are parallel and slightly 
spreadt Weight is evenly distributed* Bat is held suspended over the right 
shoulder. Batter should stand slightly to rear of tee. 

Action - Keep eyes on the ball. Transfer weight to the right foot. Take a short 
step in the direction the batted ball will travel^ shift weight to the left foot, 
and swing the bat parallel with the ground* hitting the ball off the tee. 

Follow- through - Twist the body to the left as the bat swings in an arc. 

Battinjg a Pitched Ball - Starting Position - Feet parallel and slightly spread; 
weight evenly distributed. Left side faces the pitcher; head and eyes are toward 
the pitcher. The bat is held with the left hand near the end of the handle, the 
right hand just above the handle and touching the left. (If the bat is too heavy^ 
the hands should be moved up several inches.) The trademark should face upward 
where the batter can see it as bat is held across the plate. The bat is suspendi>d 
over the right shoulder with the left elbow at shoulder height. 

Action - Keep eyes on the ball. Transfer weight to the right foot. Take a short 
step with the left foot in the direction of the pitcher, and swing the bat paral* 
lei with the ground at the oncoming ball as weight is shifted to the left foot. 

Follow- through - Body twists to the left as the bat swings around in a wide arc. 
After the ball is hit» the bat is dropped within the first two steps as the batter 
begins to run toward first base« 

Bunting Starting Position Stand in a comfortable stride position where you can 
reach ^ ball anywhere in the strike zone. Feet are 12 to 15 inches apart and 
parallel^ side toward the pitcher. The bat is held off the shoulder and at the 
limit of the back swing. 

Weight Movement - Weight is evenly distributed on the balls of both feet. Bring 
the right foot up about 12 to 15 inches trom the left foot» and face the pitcher 
as he delivers the ball* Point the toes toward the pitcher. 
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Action - Left hand remains stationary* Right hand slides halfway up on the bat, 
fingers and thumbs behind the bat to hold it parallel with the ground. Hit the 
ball with the bat, down first or third base line, concrolling the ball by the 
angle of the batt 

Follow-through - Drop the bat behind you after taking your first step toward first 
base« 

BASE RUNNING - Is that skill used by the batter to move around the bases after he 
has successfully hit a fair ball or received a walk* He tnust proceed from home 
base to first, second, third, and back to home in that order* He may stop on a 
base when not forced to move on by the next base runner* He must tag, or step on, 
each basGt He may not run out of the baseline In order to avoid being tagged* He 
may not interfere with a fielder attempting to catch a batted ball. When the base 
runner is stopped at first, second, or third, he must remain on the base until the 
pitcher has pitched the ball to the batter. 
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PLAYER POSIXIONING 



1. Pitcher 

a) Backs up third base on throws from the outfield 

b) Covers first base on balls the first baseman fields 

c) Backs up the catcher on throws to the plate 

2. Catcher 

a) Covers area around home plate 

b) Backs up first base when no one is on base 

3- First baseman 

a) Stands about eight feet toward second base and a few feet behind the 
base line 

b) Fields bunts on his side of field 

c) Backs up second on throws from outfield 

4. Second baseman 

a) Stands about fifteen feet towards first and ten feet behind th^ base line 

b) Backs up the first baseman on bails hit toward first and on double play 
th rows 

c) Covers second on throws from the catcher 

d) Goes out to relay throws from the outfield 

5. Third baseman 

a) Stands about eight feet toward second and a few feet behind the base line 

b) Runs in on bunt on the third base side 

6. Shortstop 

a) Stands about one-halt to two-thirds of the distance between second and 
thirds and eight to ten feet behind the base line 

b) Takes flies and relays throws from the outfield 

c) Covers and backs up the second baseman 

d) Backs the thi rd baseman 

7. Fielders 

a) Left - backs up the center fielder on fly balls 

b) Center - backs up the left and right fielders on fly balls 

c) Right " backs up the center fielders on fly balls 

d) Short fielder (optional) - may play anywhere in the field 

e) All fielders back up the infield 

8. Playing a base is of secondary importance because players are so situated that 
at least two players are available to cover every base. Thust fielding the 
ball is of primary importance. 
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Key : SOFTBALL 
X - Introduce 

R - Reviews if needed, reteach Content Progression Chart 

0 - Optional 



Activity 


Skills Involved 
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Orcanlzation for Drills 
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(See Basketball Unit 
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Masic Ball 


(See Basketball Unit 
iiacdling a ball Page 47) 


I 
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Roll Ball Relay 


Catching a rolling ball 




I 


R 
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One- Base Klckball 


(Soccer Unit 
Throwing^ catching^ runnins^ bases Pa^e 22) 
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Center Base 


Throwing and catchiag 




I 


R 


R 


R 
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Danish Rounders 


Throwing* catching* hittit^» fielding* 
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(Basketball Unit 
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(Basketball Unit 
Throwing* catching, running Page 60) 
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Bombardment 


Throwing, catching 








I 
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No Base Stop 


Throwing » catching, running bases 








I 


R 
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Throwing, catching 










I 


R 
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Maryland Klckball 
(Softball) 


Throwing* catching* running bases* kicking* 
pitching 










I 


R 
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SOFTBALL (cont'd.) 



Activity 


Skills Involved 
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Throw and Run Softball 


Throwing. catchlnKj runnlns bases 
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Hit Ball 


(Soccer Unit-Kickball 
Throwins. catchlns* running bases Page 28-29) 










I 


R 
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Throw Around 


Throwing^ catchlns* riumlns bases 










I 


R 


R 
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Te« Ball 


Throwlne. catchlns* running bases* battlne 










I 


R 
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Lons Base 


Throwing. catchinKj running bases, batting 










I 


R 


R 
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TWO Pitch 


Throwing, catching* running bases* battlne 










I 


R 
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Work-up Rotation 


Throwing, catchli^. running bases, batting 










I 


R 


R 
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Softball 


Throwing! catchlngt running bases, batting, 
pitching ' 










I 


R 


R 
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Jlote: All games played vlth a regular softball ntay also be played vich a whif fleball. 
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ACTIVITIES 



HOT POTATO 

See Basketball Unity page 55. 



MAGIC BALL 

See Basketball Unlt» page A7. 



ROLL BALL RELAY 

Area : Playground or all purpose room (two lines > 15 feet apart) 
Supplies : One softball 

Formation: File formation*^ leader behind one marking line» with teammates in a 
single file facing leader behind another marking line 

Skills to be Taught : Rolling and catching a ball 

Procedure : Leader rolls ball to first player who rolls it back to leader* First 
player goes to end of line. Leader then rolls it to each player by the same ^ 
process. Point is scored for the team whose leader gets the ball back first from 
the last player in line. 

reaching Suggestions : 

1- Children should remain behind the line while catching the rolling ball* 

2. Players should be alert and ready to move forward when preceding players 
move to end of line* 

3. Emphasize accuracy In rolling the ball- Change leaders each time a 
point is scored. 

ONE-BASE KICKBALL 

See Soccer Unit* page 22 
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CENTER BASE 



Area : Playground or all-purpose room 
Supplies : Playground ball 

Formation ; Children stand in a single circle^ all facing the center. There should 
be a distance of at least four feet between the plfiyers. One player stands; in the 
center holding the ball. 

Skills to be Taught ! Throwing the ball; running in given directions 

Procedure: The center player throws the ball to a circle player and leaves the 
circle insnediately. The one to whom the ball was thrown must catch it, take it to 
the center, place it on the ground, and then begin to chase the first player. The 
former tries to return to the ball and toucli It without being tagged. The first 
player^ if tagged, Jc^..*a the circle players and the second player becomes the 
thrower. If the first player succeeds in reaching the ball, he remains « throws 
the ball again, and runs. 

Teaching Suegestions ; 

1. Do not permit the runners to go too far afield. To do so slows up the 
game. 

2. Do not allow a player to run to the point of marked fatigue. 

3. If there is a large number of players « have several circles playing the 
game. 

4. Require the runner to gO around the circle at least one time before 
returning to the ball. 
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DANISH SOUNDERS 



Area : Playground; a diamond with basas 33 feet apart. Draw a pitcher's circle 
with a 3-£oot radius 10 feet from home plate. 

Supplies ; Ontf 6" playground ball 

Formation ; Players are divided into two teams » with one team at bat and the 
othtir team fielding. The fielding team has a pitcher and a catcher. An Innins 
is flnliihud when all members of both teams have batted. An agreed upon number of 
Innings or two playing periods of equal duration. may be used. In the latter case, 
players of the batting team continue to return to bat until the time period is 
finished, even If some have previously been put out. 

Ski 1 Is to be Taught : Hitting a ball; base running; fielding a ball; throwing; 
catching 

Procedure ; The pitcher throws the ball slightly above the head of the batter. 
The batter tries to hit the ball with his hand; and if lt*s a fair ball* he runs 
for first base and farther if possible. The catcher and fielders try to return 
the ball to the pltchert who touches the ground within the pitcher^s circle with 
the ball and calls loudly* "Down!" If the ball is downed before the runner 
reaches the base, he is out; if after* he is safe. Any number of players may be 
at a base at the same time and on a strike may remain at the base or run as de*^ 
sired. If but one batter remains to bat* with one or more bases occupied, the 
batter has three trials but must run to first base each trial. He may be put out 
by the pitcher downing the ball. During these trials, runners may try to get 
home. The batter remains at bat until he hits a fair ball. This is to allow the 
runners on base to score. 

Outs ; When "down** is called, any of the base runners who are off base are out. 
A fly ball caught puts out not only the batter but also any players running be^ 
tween bases. Three outs do not change the side; play is continued until all 
members have batted. 

Scoring ; A successful return to home plate^ each base having been touched* scores 
one point. The team wins which has the larger number of points at the end of the 
agreed upon number of innings or time periods. 

Teaching SuRgestions ; 

1. R^ind the base runners to watch the ball at all times. 

2. A point can be scored each time a base runner reaches a base successfully. 
Thus a home run would score four points. 

3. Separate the class into two games. 

4. Instead of having the last batter take these trials to help base runners 
score, a captain or chosen player may take the three trials. 
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BOUNSASY BAU 

See Soccer Uait. page 24. 

SPUD 

See Basketball Unit, page SS. 

NEWCOHB 

See Volleyball Unit, page 82. 

CROSS OVER REUY 

See Basketball Unit, page 60. 
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BOMBARDMENT 



Area : Playground (Court 25 feet or 30 feet by 30 feet or 60 feet} 
Supplieb ; Two large balls and twelve bowling pins 

Formation : Two teams of twelve (or fewer on each) placed as shown on Illustration. 
Have two gomes* or rotate three teams In order to give more students an opportunity 
to play. 

end zonv 




Skills to be Taught : To throw a ball accurately; to guard an object; ij catch a 
ball 

Pruccdurc : To start the game, a thrower on each team Is given a ball. On a 
signal* the balls are thrown at the bowling pins located in the opposing team^s 
court. Throwers also act as guards for their own pins. Ball Tnay be stopped in 
any manner 4;xcept kicking. Balls that taiss a bowling pin are fielded by the re- 
trievers and relayed to a player in the front line* who in turn makes the throw 
at the opposite bowling pins. When a ball leaves the court boundaries* the near*- 
est player (thrower or retriever) retrieves it* returns to the place where the ball 
left the court* and resumes play. At no other time during play will the throwers 
leave the Zc^ic between the center line and the bowling pins* nor will the re* 
trievers leave the end zone. When a pin is knocked down* play stops and the pin 
is set upright. Rotation is achieved by having throwers exchange positions with 
retrievers , 

Scoring : A point is scored by a team each time a bowling pin on the opposite 
court is knocked over by a ball or a defensive player. The first team to score 
eleven points wins. 

Teaching Sugaestiops ; 

1. Rotate players in a circular manner* only one position at a time* in 

order to let them play various positions. 
2f If pins are knocked over too easily* add another player to the thrower*5 

line. 

3. If only one court is available* rotate teams frequently. 

4. Pins may be placed in the end zone with the retrievers helping to guard 
the pins by Standing directly in front of the end zone. 
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NO BASE STOP 



Area : Playgrousd! a klckball field 
Supplies ; One 6** playground ball 

Formation t Two teams; one a fielding teauii and the other a batting team 

Skills to be Tau g ht : Running the bases; catching; throwing; hrowlng at a moving 
target 

Procedure ! The pitcher tosses th*- b-' and the batter hits It with his fist and 
proceeds to run the bases without st^|>plng at any base* The fielders try to get 
the ball and hit the runner before he gets back to the home base. The runner may 
dodge or juiap the ball, but he must touch every base and avoid being hit In order 
to score* If the batter misses the ball when It Is pitched, the catcher hands It 
to the batter who bounces it and then hits It* After three outs, the teaoss ex- 
change places. 

Teaching Suggestions : 

1* Divide the class Into two games* 

2. Discourage fielders from running with the ball* 

ZIGZAG 

Area: Playground or all-purpose room 
Supplies ! One softball for each team 

Formation ; Players- stand in two lines facing each other (Z-Z formation) 
Skills to be Taught : Throwing and catching 

Procedure : Players stand In line facing each other. The first player throws the 
ball across to the opposite player, who catches the ball and throws it to the 
TiGxt player on the opposite side* The ball continues In a zigzag line to the 
last player. The ball Is then returned on the same path to the leader of the 
line. The first team to complete the relay wins. 

Teaching Suaaestlons : 

1. Team members ntay start about ten feet apart and then may move backward 
as skills of catching and throwing Improve* 

2. Various types of throws luay be used; such as overhand, underhand, or 
rolling the ball for grounder practice. 

3. En^hasize importance of good throws^ 
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mSYLAliD KICKBALL (SOFTBALL) 



Area I Playground 

Su pplies : Soccer ball and four bases 

Formation; There are two teams ^ one designated as the kicking team and the other 
as the fielding team. 

Skills to be Taught ; Throwing; catching; kicking; running the bases; pitching to 
a batter 

Procedure : The pitcher rolls the ball to the kicker. The kicker attempts tu kick 
the ball; and if successful^ he runs to first base, then to second^ thirds and 
home. The runner may stop at any base or may keep running at his own risk. 

The pitcher rolls the ball to the kicker. If the ball does not cross any part of 
home plate it is a ball. If the kicker gets four balls he gets a free walk to 
first base. Foul balls count as strikes. 

The kicking team has only four kickers up in any one inning. If a kicker gets a 
walk Lhii toam gets an extra kicker. If the three kickers who are up first make 
outs the teams change. If one or all of the first three kickers get on base the 
fourth kicker must kick a home run. To get the fourth kicker out the fielding 
team has only to touch any ba^e while holding the ball ahead of the kicker. 

The kicker is out if: 

1' He has three strikes 

2. He kicks a fly ball and it is caught 

3* The ball is thrown to first base man while in contact with the base before 

the kicker gets there 
4. He s^eps over the restraining line at home base before he kicks the ball 

The base runner is out when: 

1. He leaves base before the ball leaves the pitcher's hand 

2. He is forced to run to the next base and does not arrive before a fielder 
with the ball in his possession touches the base 

3. He leaves the base before a fly ball is caught and a fielder tags the 
runner with the ball or touches the base while in possession of the ball 
before he returns 

A fielder may not throw the ball at a runner in an attempt to put him out. Steal- 
ing is not permitted. 

If there are no runners on base the kicker can run either to first base or third 
base. He will then continue around the base in the direction he starts. If a 
runner is on base the next kicker must run the same direction as the runner. A 
run is scored each time a runner reaches home plate safely. Teams change sides 
when a team makes three outs or the fourth kicker makes a home run or is put out. 

Teaching Suggestions : 

1^ If members of the kicking team leave their places on the side line^ an 

out could be called > 
2. Bave players change positions frequently. 
3^ Separate che clMs for two games * 
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THROW AND RUN SOFTBALL 



Area: Playground: softball diamond with bases 35 feet apart 
Supplies : One softball » four bases 

Formation : Fielders are placed In the field as In klckball 
Skills to be Taught : Throwing; catching; running the bases 

Procedure; The first batter stands on home plate and throws the ball any place In 
the field. A foul ball (a ball which goes outside the base line from home to 
first base^ or home to third base) is out* If a fly ball is caught* the batter Is 
out. The batter runs around the bases after throwing the ball. Fielders field the 
ball and throw it home. The runner scores a point for his team for each base he 
touches before the ball reaches the catcher at home base. If the runner gets 
home before the ballt he has scored four points. Teams change places after three 
outs . 

Teaching Suggestion : The game may also be played so that the runner is safe and 
scores one run if he beats the ball home* or Is out if the ball gets there first. 



HIT BALL 



See Soccer Unit (Klckball), page 28-29. 
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THROW AROUND 



Area : Playground: softball diamond with 35 foot base lines 
Su ppllea ! Suftball, bases 

Formation: Players are divided into tvo teams. One team stands at home base* 
The oembers of the second team take their places In the field, with a player at 
each bast? and In the catcher's position. 

Skills to be jL^jght : Throwing; catching; running bases 

Procedure ; At a signal, a team member at home plate starts to run around the 
bases. At thid same tlm&« the catcher throws the ball to the first baseman; that 
player throws It to the second baseman; second baseman throws to the third base- 
man; and the latter throws the ball to the catcher. The ball must be thrown twice 
around the diamond during the time It takes the runner to return to home plate* 

if the ball is fumbled, it must be returned to the baseisan who fumbled it and con- 
tinue Its Journey from that person* 

After all members of a team have run, that team retires to the field. 

Scoring * If the base runner reaches hc3me plate before the ball on Its second trip 
reaches the catcher, he scores one point for his team* If the fielding team re- 
turns the ball to the catcher before the base runner reaches home plate^ the 
fielding team scores one point. The team wins which has the larger number of points 
after all players have run. 

Teaching SuRRestlon i When ability of fielding team la poor, the ball could be 
required to travel only once or one and one-half times around for an out. 
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TEE BALL 

ktmA t Pliygroimd: softball dlanond 
Supplies ; Softball* bat» baaes» batting T 

Formation: Teams are lined up as for regulation Softball* A batting T^ Is placed 
upon home plate* 

Skills to be Taught : Swinging a bat properly; catching and throwing a Softball; 
team play 

JPtocedure: The gome Is played the same as In regulation softball except for the 
pitching. The catcher places the ball on the T to start play. The first batter 
hits the ball and runs for first base. The ball is played the same as In regulation 
Softball. If the runner Is safe^ he must remain upon the base he occupies until 
the next batter hits the ball. Teams may change places each three outs or after 
each player on a team has had a turn at bat. 

Teaching Suggesti o ns : 

1« The importance of keeping the batter's eye on the ball should be 

stressed* The batter should stand slightly behind the T and hit the ball 
out in front of himself if any distance is to result from his hit. 

2. Let fielders rotate positions to give players a variety of experiences. 
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LOKG BASE 



Area I Playground; softball diamond with long base 
Supplies ; Softball, bat, fivo bases 



Formation : There a 
Illustration below: 



teams of 10 or fewer players » placed as shown in the 



»8 




Skills to bu raught ; Throwing; catching; batting; team play 

Procedure : 

1 . The batting sq^uad 

a) Sits on the batter^^; bench in batting order 

1) The chronological batting order of each player is indicated in 
the illustration. 

2) Batting order rotation resumes during each inning at the point 
where it stopped at the end of the previous inning. 

b) Is retired after three outs 

c) Receives an out if one of its players leaves the bench for an un- 
authorized reason 

*! - The batter 

a) Is allowed to **swing" until he make*; Contact with the ball (There 
are no striku-uuts . ) 

b) Advances to the long base when he hits the ball fair or foul (On a 
fuul hit the batter may not return home until another batter hits the 
ball.) 

ii) Is out when he 

1) Fai 1h to arrive at the long base before the bail is caught by a 
fielder standing on the long base 

2) Is tagged before reaching the long base 
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3) Hits a fair or foul ball that is caught on the fly 
4} Tfarovs the bat 

3. The base runner (or ninners) 

a) Whan traveling Co and from the long base 

1} May run to the long base and back after hitting a fair ball 
2} Kay rei&ain on the long base if it is not safe to run home 
3} May occupy the long base with any nuinber of base runners 

4) May leave the long base oaly after the ball has been hit by the 
batter 

5) Cannot run home on an overthrow or passed ball 
6} May run home after a fly ball Is caught 

7) Must run hooa after the ball Is hit when all of the players on 
the batting squad, except the batter^ are on the long base 

8) Kay return home in any order (Players need not return In their 
regular batting order.) 

b) Is out when he (or they) 

1) leaves the long base before the ball is hit by the batter 

2) Is forced to run home and does not arrive before a fielder with 
whe ball in his possession touches home base (This situation will 
arise when all meiobers of the batting squad are on the long base 
except the batter.) 

3) Leaves the base before a fly ball is caught and a fielder tags 
either him or the long base before he returns 

A) Starts for home and returns to the long base for safety 

5) Is tagged by a fielder when off base 

6) Is hit by a batted ball 

7) Interferes with a member of the fielding squad in the act of 
fielding the ball 

8) Falls to touch the long base and a fielder tags either him or the 
long base before he returns 

4. The game should be five to seven innings in length. 

5. Scoring ! A run is scored for the batting squad each time that a player 
reaches the long base and returns to the home base without being put out. 

Safety : 

1. If possible^ all ball games in which a bat is used should be played only 
where backstops are available. 

2. The players' bench shall be behind the backstop. Where this is not pos* 
sible^ the bench shall be a minimum of 10 feet from the base line and at 
least 20 feet from home plate. 

3. Players on the squad at bat should remain seated on the bench^ or in the 
bench area if no bench is available^ until it is their turn to bat. 

4. Only one standard elementary school bat should be permitted for each gam<f. 
This bat should be properly taped in good condition. 

5. Players should drop the bat (not throw it) on the ground near home plate 
before starting for long base or when returning to the batter's bench. 

6. Have the catcher wear a mask. 



Tcachlna Susmestions ; 

1. Practice the skills before playing the game. 

2. Use a batting T until batting and pitching ski i are developed. 

3. If batters take too nwch tlme^ allow only five pitches to each batter. 

4. Have two games going at the same time if space Is available. This allows 
for more player participation and activity. 
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TWO PITCH 



Aro j Playgroimd: Softball dlaiaoiid 
Supplies : Softball* bat* bases 

Formation; This Is the same as regulation sofcball except that one extra pitcher 
stands alongside the pitcher* 

Skills to be Taught ; Batting; throwing; catching; base running; team play; 
playing a specific position on the team 

Procedure ; The play follows regulation Softball except for these changes; 

1* The team at bat has a member of Its team as pitcher during Its time at 
bat* The' team captain appoints a player who is near the end of the 
batting order to start each Inning as a pltcher« If that player^s turn 
at bat comes up» another player replaces him* The pltcher^s job Is to 
get the ball over the plate so that his team can hit It Into fair territory. 
2* The batter has only two chances to hit a fair ball. If he does not hit 
a fair ball on the first or second pitch* he Is out. Thus* a second pitch 
not swung at* a missed second strike* or a foul ball on the second strike 
is an out. (NOTE: If batters are not skillful enough to hit a reasonable 
number of fair pitches* the game may become three pitch by giving each 
batter three pitches on each turn at bat.) As soon as the ball is hit 
into fair territory* the batter runs to first base and must be put out as 
in regulation Softball. 

3. The pitcher who pitches the ball must not touch a batted ball or the 
runner is out. The team in the field has a fielding pitcher who plays 
alongside the pitcher and who fields the ball after it is hit. 

4. If teams are changing from field to bat too rapidly* with resultant loss 
of playing time* each team should have four or five outs before the side 
is retired. 

5. The umpire does not call balls and strikes but decides only whether 
runners are safe or out* or if hits are fair or foul* 

Teaching Suggestions ; 

1* Each time a team goes to the field* players should rotate one position. 
2* This game may be played using three teams* One team is scattered in the 
outfield* one team scattered in the infield, and one team at bat. 
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WOSK-UP ROTATION 



Area : Playground 

Supplies : Four bases, softball, bati mask 

Fonnation : Three or four batters; the remainder of the players assume all uf the 
other positions and have nunibers for rotation such as: pitcher catcher 2, first 
if second 4, third 5, short stop 6, left field 7» center field 8, and right fli^ld 9* 
if you use more players they may be numbered beyond number 9 and take their posL<-^ 
tions In the outfleldt 

Skills to be Taught ; Batting; catching; throwing; and base running 

Procedure: Regular Softball rules are used* When a batter Is out, he becomes 
right field, number 9, or whatever the last nunfcer is* All players in the field 
assume the next lowest number and position* Number 1 becomes a batter* Batters 
bat in order of admission to batting squad* 

Teachlnjs Suggestions ; 

1* Vary the game by having any player who catches a fly ball traie places 
with the batter and exchange positions and numbers* 

2t Prevent stronger players from dominating the Same by limiting each 
player to three turns at bat* 

3* When fewer players are used, two batters may be used following the rule 
of running only to first base and home to score* Fielders oiay be re- 
organized to adequately cover the field* 

4t If batter is not put out after three or four turns, he may be rotated to 
outfield to give more players a chance to batt 
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SOFTBALL 



Area ; Playground 

Supplies ! Softball t bat* maskf and four bases 




Skills to be Taught ; Running bases; throwing* catching^ and batting a softball 

Procedure : The general rules for softball are used In many of the diamond gomes 
described earlier in the soccer and softball units. These rules are listed under 
the game oi kickball on pages 36-37. Tlie major difference is in the method of 
pitching which is described below: 

The pitcher delivers the ball with an underhand throw^ swinging the arm 
parallel to the body and stepping forward with the opposite foot* Only one 
step may be taken* 

Teaching Sugeestions : 

1. Divide the class for two games* 

2. Enforce all safety rules* (The catcher must wear a mask*) 
3* Provide lead-up games for skill development. 

4* Encourage players to watch the ball at all times* 
S. Discourage base players from standing on bases < 
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INSTRUCTIONAL MATERIALS 



tnKtructional materials which might be uaed in conjunction with the units contained 
in this bulletin may be obtained £rom the In±ftructional Mat(^rlals Centers in the 
individual schools or from the Educational Materials Laboratory located In the 
Educational SltvIccs Building, Washington Center, 850 Hungerford Drive, 
Rockville, Maryland 208S0. ERIC documents, professional books, and periodi* 
cals taay be found In the Educational Materials Laboratory. Filtnstrlps, loop films, 
phonograph records, transparencies, and some tt^xtbook type materials are purchased 
by the individual schools and stored in their I.M.C* More expensive materials such 
as 10 mm movies are stored at the Central Film Library in the Xtincoin Center* bach 
school has a book catalog of these films* 

Currently available materials are listed on catalog cards in every school^s media 
center. The procedure for borrowing instructional materials from the Educational 
Matidrials Laboratory and Central Film Library can be obtained from the librarian 
in each school* Information on instructional materials available for purchase by 
the individual schools may be obtained f rom the Divis ion o f Eval uation and Select ion 
at Washington Center. 
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